QUAKE MINUS ONE Mike Singleton • SLAYER Hewson 
ORION Hewson • CJ'S MUSIC DEMO Ashley Hogg 




action thrler with the B 
ttie criminal unflhflrartd - 
Is to seek out and destroy 
the Mng pin ol the MR BIG CORPORATION - 
If you get that far. 

You'll have to outwit Ms enormous army of 
body guards... gangs o! charisma-bypass 
ems In trench coats, the Met bram 
with the build ol a rhinoceros and the breath of a duns beetle, 
packs ol vicious canine yappies, the psychotic clown with an 
evfl sense of humour - you'll die, but not laughing! Then 
there's the gas guzzling cadftac lock - a cool specimen, elbow 
hanging on the door rati, a serious looking piece In Ids hand 
and ready to blow you away as he rois down main street 
leaving you coughing lead. It's not al bad!... You've got a 
chopper to back you up, a mean, shiny street machine, some 
heavy metal hardware and some pretty neat moves. And what 
about the king pin... dd I say he was Mr. Big? No, he's MR BIG! 



ITsfASTBl - exptosftti 
you buBoting through vartetf 
nmhs hoH the tie or plough the 

MAs\ It's TOUGHER - the criminals wield some heavy 
hardware - but so da yaul You can shoot but you must 
dotfw thetr HL Desvy gunfire, trucks unloadtog ! 
the* cargo onto your bonnet... It's the meanest 3 
pfflift |MB4o lit the micro screen. ffl 
The extra features wi leave you gasping for extended 
play weather changes, bodyguard squads, grenade 1 
tohHng bikers, gun-choppers... Just play It!... we dare 
you to stop! 




AVAILABLE FOR YOUR : SPECTRUM . AMSTRAD 
COMMODORE ♦ AMIGA . ATARI ST 






dreams of annOier Mb on Maps. 
You areWawn to RekaA Incorporatsd, a 

— ^^—^^""j*! 1111 ii mi u* n> o imMilni m * 

I implanting fantasies Into tin minds of those 
^^H^^Hnm desl-e to ttrn their dreams hto 
My. THE EfiO TWP Of A URTWE 
ppHwKU the horror as your dreams turn hto hideoas 

your every mow te monitored by wotdd-te 
You dscovor the surreal truth - 
fou're not you - you're me. 

You must travel to Mars to discover your true identity • your 
risston is now a Joarney ol non-stop action, strange mutants, 
touristic veMdes and a starting array of weaponry al 
captured In superbly executed graphics aid a game play that 
CMjanonU the success of the year's top movie. 



EVEN IN THE FUTURE OF Aw 
, ENFORCEMENT, THERE'S ALWAYS ROOM 
fP*FOR IMPROVEMENT. 

'\ The future is a rough place Detroit is a * 
tankrupt cfty...torn apart by the decadent 
lorces ol the OM Man and his corrupt 
corporation. It you want to die - then • 
waft the streets, If you want to live - then 
pray tor the return of Robocopl 

_Robocop 2 has Justice in mind... a kind of justice 
, only he can deliver! Take on Detroit's evil 

mastermind and his mega-corporation in some of 
H the most action-packed scones ever devised for 
\— 'maximum entertainment value. Detroit Is falling 
apart - it's thte to put It al back together! 

HE'S RACK... TO PROTECT THE INNOCENT 





IBM CAflOLCO PICTURES INC 



ROBOCOP IM A 1990 OR<ON PICTURtS CORP ALL RIGHTS RESERVED 




OCEAN SOFTWARE LTD, 6 CENTRAL STREET, MANCHESTER, M2 5NS. 
TEL: 061 832 6633. FAX: 061 834 0650 





There's a little bit of Commodore in all of us, 
Excitement and adventure, you saw it for yourself 
in our Christmas commercials. Now your money 
goes even further with Commodore. 



Screen Gems 
with 1Mb 

RAM only 
£399.99 



C' Commodore 





Our Amiga 500 Screen Gems pack, 
the UK's most popular 16 Bit home computer 
has now doubled from 512K to 1 Megabyte of 
RAM. This gives even more power to educate, 
entertain, inspire and stretch the imagination. "ret 
it's still only £399.99, saving you almost £100. 

Screen Gems also includes a mouse. 
Deluxe Paint II and four exciting challenges, 
including; Back lo the Future II, Nightbreed, 
Shadow of the Beas! II and the devastating 

Days of Thunder. 

If you're looking for great Amiga value, 
you could even trade in your old computer for 



a fantastic world of graphics, animation and 
sound. For just £329.99, you can now buy the 
Amiga 500 computer and modulator, saving you 
£70 on the normal price. 




The C6* with 
joystick and 
games 

cartridge just 
£119.99 




A spectacular fall for the C64 



Undoubtedly, the world's best selling 
home computer, the C64 is now excellent value 
down from £159.99 to £119.99. 

This month, the C64 brings instant fun for 
all the family and comes complete with joystick 
and games cartridge consisting of International 
Soccer, Klax, Fiendish Freddy's Big Top O'Fun 
and Flimbo's Quest. 

All games cartridges produced for the C64 
Games System are compatible with the standard 
C64 Computer. And all Commodore computers, 
together with a wide range of peripherals, are 
available at selected high street stores and at 
most independent computer retailers. 

For full details of how you and your money 
can go to amazing lengths with Commodore, call 
071 873 9800 or send the freepost coupon below. 

All prices are inclusive ol VAT. 




Please complete your details and return to 
Commodore, Freepost 38, London W1 E 6PA. 

Please send me details of my nearest stockist. 



Name- 



Address:. 




Postcode: 



Telephoni 




C'Commodore 

THERE'S A LITTLE BIT OF 
COMMODORE IN ALL OF US 
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CUTLASS COMP 

39 KIXX FOR MEGAMIX! 

Get in the running to win a pair of toD-notch trainers! 
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SWASHBUCKLING ^ 
SOFTWARE hm 

10 SKULL AND CROSSBONES ^^^^^^ 

Yo ho ho and a bottle of rum! Pieces of eight! Who's a pretty boy then? 
16 MOONFALL 

Elite meets Mercenary in a far-distant solar system 

56 ULTIMA VI 

The ultimate RPG with free tea towel! 

68 SHADOW DANCER 

One man and his dog went to round up a bunch of terrorist' 
72 ARMOUR-GEDDON 
Own your own air force and army' 
74 KILLING CLOUD 
Blade Runner-inspired eco-Ierrorism 
77 RAILROAD TYCOON 
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GROUND- 
BREAKING 
MEGATAPE 

This month sees Z£AP' offering 
one o( the most innovative and 
intriguing games in the C64's 
history Quake Minus One was 
Ihe third Commodore game from 
Mike Singleton, whose previous 
two games were Ihe Sizzling 
Lords Of Midnight and 
Doomdarks Revenge, classic 
adventures that were virtually 
unique in their appeal lo all 
gamesptayers Quake Mtnus One 
updated their atmospheric 
Landscaping graphic system 
into Actionscape which boasted 
genuinely astonishing speod 
Even today it s hard to think of a 
game which can match this 
dazzling combination ot graphical 
detail and speed 

The game s plot is that 
terrorists have struck at the Titan, 
a vast undersea mining 
installation which uses hundreds 
of robotic machines Four of the 
five control computers have gone 
rogue turning most of the robots 
against the remaining Hermes 
computer and Its robots You 
have one day to regain control of 
Titan before the terrorists blow it 
up. triggering a massive 
earthquake 

To save millions of lives you 
must use your makeshift robotic 
army to wage a massive war on 
the rogue computers armies. It's 
a sophisticated, involving 
strategy game with plenty of 
super-fast arcado^lype blasting 
action Unfortunately this 
complex game was released in 
Ihe short-i'ved. lollipop Monolith 
packaging with unhelpful 
instructions. Unsurprisingly 
reviewers were baflled. Gary 
Liddon summed up the situation 
thus 'Quake Minus One is just 
too confusing for me lo form any 
real opinion 1 With puzzled 
reviews and Monolith in the 
process of being bought by 
Telecomsoft, Quake Minus One 
never enjoyed the success it 
deserved Now you ve got the 
chance to judge this uniquely 
ambitious mega game yourself 
We ve polished up the 
instructions a bit and there s 
comprehensive tips m Pig In A 
Poke According to Mike 
Singleton, with a bit of practice it 
is possible to defeat the four 
opposing armies in just 15 
minutes using biitzkneg tactics* 

Also on this amazing 
Megatape we have a classic 
honzontally scrolling shoot- em- 
up namely the Silver Medal- 
winning Slayer (90%) Then 
there's Orion, an arcade blaster 
from Graftgold. and the 
innovative Shot Away Four 
complete games and a great 
mag for less than most budget 
games — how do we do it? 
Catch us next month for an even 
better Megatape! 



BETWEEN 
THE IDEA 
AND THE 
REALITY 

Virtual Reality ts rapidly 
becoming the buzz word of 1991 
and could well revolutionize the 
leisure industry over the coming 
decade Following on from the 
news of the Cyberzone TV senes 
(see last issue), we now have VR 
going personal with the launch of 
Virluality by W Industries. 

Claimed to be the world s first 
production virtual reality system 
It incorporates several different 
elements The most dramatic 
hardware is probably the Visette. 
a somewhat bulky visor which 
provides a stereoscopic view of 
the action Moreover as you turn 
your head this 3-D image moves 
accordingly, hopefully creating a 
stunning sense of actually being 
in the Virtual' world An obvious 
use would be an ultra-realistic 
flight sim where the pilot can twist 
and turn his head to search for 
attacking aircraft 

Complementing the Visette is 
Ihe Virluality Data Glove which 
functions m much the same way 
as Nintendo s revolutionary 
Power Glove, allowing the user 




# Ihe Visette head visor gives an impressiw 

to interact with VR objects 
viewed through the Visette By 
moving your hand in the glove 
you can pick up and move 
objects, even throwing them 
around if Ihe software allows 
And it you want the ultimate in 
realism then consider the 
Feedback Data Glove Attached 



r 





* Explosive action in Mike Singleton's Quake Minvs One. 




* Some fancy graphics in Stayer, a fost-achon shoot- 'envup. 

CORPORATE NEWS 

After a long career as one of the most successful and innovative 
Independent software houses, Hewson Consultants have suddenly 

gone into receivership Despite a turnover of approximately one million 
a year, financial problems led to receivers being sent in to recover 
debts owed. Currently it's hoped the company won't be broken up, but 
rather sold in complete form to continue its development of ongoing 
games such as Rubicon and the long-awaited Nebulus 2. One of the 
oldest companies in the business, Hewson has had a stnng of hits with 
games such as Gribbty's Day Out. Paradroid and Nebulus. Recently 
releases have slowed down, with the company determined to make 
future releases all-formal and also due to work on console 
conversions Nevertheless we hope to see the 
Hewson label back in some form soon, and not much delay in 
the release of the Impressive Moonfall, reviewed this issue. 

On a more positive note, two of America's most innovative software 
houses have just announced their merger. Sierra On-Line and 




SIZZLING SUMNER ZZAP! 
HEATWAVE STARTS NEXT 
MONTH! 

lis finally going to happen, the long-awaited and much promised mega- 
lips booklet is finally confirmed Attached lo your very next copy of 
ZZAP! there'll be a veritable Encyclopedia Brittanica of cheats, hints, 
maps and pokes Our very own Welsh wizard has delved througn hi*, 
sophisticated filing system {ie his messy desk — which is one big lip 
itself!) to find cheats, hints and pokes galore There'll also be a round- 
up of all those Gotden Oldie tips everyone wanis for budget rereleases. 
plus tots of brand new stuff from the world's hardest working (and 
untidiest) tipster 

And (hat's not all, the Megatape will boast Andrew Braybrook s 
Sizzling Gribbly's Day Out along with a host of other goodies On its 
release Gribbly won unamlnous praise: a bnlliant game (Bob Wade). \ 
absolutely adored this game the greatest character since Rockford' 
(Julia i Rignall) and 'cute, amusing graphics and excellent control 
methods got me immediately hooked excuse me. a manky little 
Stamper just whipped one of my gribblets!" (Gary Penn| So do yourself 
a favour, poke your nose inlo your newsagent s and reserve your copy 
of ZZAP' Issue 74 today. 





uses internal pressure pads to 
produce sensations of touch — 
imagine a VR version of 
Exterminator where the bugs 
literally bite bacM 

As the most basic Virtually 
system costs a hefty £16,500 we 
may not be able to have one in 



as a stunningly realists coin-op is 
considerable With the system 
offenng new levels of visual and 
sonic realism and, for the first 
time, sensations of touch, it won't 
be long before you'll need a 
driver's licence and crash helmet 
to ptay VR Hard Dnwni 



Broderbund Software are presenting the deal as a merger of equals', 
with the head of Sierra becoming the chairman of the new organization 
Sierra is best-known for adventure games such as the Space Quest 
senes, but also owns Dynamix whose recent A+1Q Tank Killer sim was 
a ZZAP! Sizzler Broderbund, with a turnover in the fifty million bracket, 
has an illustrious history reaching back to the launch of the C64 when 
its Choplifter was a big hit More recently Wings Of Fury and Prince Of 
Persia show the company has tost none of its style. 

Finally news has lust reached us of the sale of Palace Software to 
Leisure Holding, a Paris-based company which also owns Titus 
Software Apparently the Palace film and video organization decided its 
computer games division needed 'more specific direction' than it was 
capable of giving in a 'particularly competitive' market 

EMPIRICAL CORRECTION 

Contrary to last month's review, Dick Tracy was a Disney rather an 
Empire release, and was independently developed tjy Disney The PR 
and distributor company for both software houses is Entertainment 
International whose Martsa Pauwells phoned up to sweetly point out 
the error of our ways. She also wanted us to make clear that the price 
was incorrect for Dick and Gazza W. being one pound cheaper at £9.99 
for tape and £14.99 for disk. Oops! I guess we can't blame this one on 
Satanic Film Planners (oh t yes we can — Ed) 



W MAY OMR! 

This month's charts are again kindly provided by the 
UK's No. 1 distributor, Centresoft. 
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2. 
3. 
4. 
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Teenage Mutant Hero Turtles 
Chip's Challenge 

Golden Ane »v»^H 

Fists Of Fury 

Warlock The Avenger 

Hunt For Red October 

Full Blast 

Total Recall 

Welltris 

Challengers 



(I mage works J 
(US Gold) 
(Virgin) 

(Virgin) 

(Millennium) 
(Grandslam) 

(Ubi Soft) 

(Ocean) 
(Infogrames) 
... .(UbiSoft 
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4. 
5. 
6 
7. 
8, 
9. 
10. 



UMSII 

Turrican II 

MIG 29 

Pro Tennis Tour II. ... 
Narco Police 

Final Whistle 

F-19 Stealth Fighter 
Revelation 
Gremlins M 
Speedball II 



(MtcroProse) 
(Rainbow Arts) 
(Domarfc) 
(UbiSoft) 
(Active) 
(Anco) 
. (MtcroProse) 

(Krisalls) 

— (Elite) 

.(Imageworks) 
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COMMODORE CUT TAPE 

In a bid to compete with tow-cost consoles. Commodore are to cut Ihe 
C2N datacorder froir their C64 packs The new £119,99 bundle will 
instead include Ihe Fwdi&h FreddylKlaxlFltmbos Quest* International 
Soccer catindge thai i c also bundled with the GS 4 along with a single 
joystick 

The C64 will now be pushed as purely carlidge-based in other 
words, a console but with the bonus o( being upgradable via tape/disk 
to a genuine computer While Commodore are hoping people who buy 
the C2N-less C64 will buy a Commodore disk drive il they need a 
savertoad device, it's obviously good news for Mills Associates who 
have long offered their own version of the C2N. namely the Load-It 
which at E39 99 otters great reliability Another reason behind Ihe move 
is Commodore s desire to encourage software houses to produce more 
cartridge software — especially those put off by the GS's disappointing 
sales over Christmas Currently there's less than twenty titles actually 
available m shops, and many retailers don't seem to be carrying any 

For the C64 dsetf the dropping of the C2N could well boost the 
number available in shops Apparently many retailers were wary of 
carrying C64 packs when faulty C2Ns caused a significant number of 
returns. Meanwhile, the keyboardless GS will sUII carry a recommended 
retail price of £99 although the price is likely to drop Already some 
stores have been discounting the GS to £80 



V 
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vast there ye lily-livered swabs! li s lime lo prove your manhood in 
a bloodthirsty battle to the death with the Evil Sorcerer and 
his henchmen. 



r 



Hoist the (oily Roger and set sail through strange and exotic lands with 
vour old shipmates Red l>og and One Eye. Shipmates they may be, but trust 
them not ... tempers soon flare in head to head clashes over the spoils o( your piracy 

Skull & Crossbones is the most blood-curdling arcade game on the market - not for : -| 
the faint-hearted I Blood flows, razor-sharp cullasses hack through the flesh of hideous 
opponents, arms and legs are ... AAARGH ... it's just disgusting! 

There's treasure, icwels, gold and lusty wenches lo be captured and ghastly creatures 
to be slabbed. - 
It's a rough and dirty |ob - and we all wanl to do it! 
MORE SAVAQE THAN BARBARIAN , MORE BLOODY Tl IAN PRINCE OF PERSIA. 
MORE LAUOMS THAN ... NEW PRINT SHOP! 
Get it now - but don'l, plvate don't show your grandmother. _ 



TEIMGEIXI 

The Name m Coin-Op Conversions 
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• Elite, C64 
£9.99 cassette, 
£ 1 2.99 disk; 
Amiga £24.99 

A classic early Eighties 
Tecmo coin-op, 
Bombjack began life 
defusing bombs on a series of 
static screens, cape fluttering 
as he flew from bomb to bomb. 
Although the original C64 
conversion was a disaster 
(47%, Issue 14), success on 
other formats led Elite to 
develop their own sequel (80%, 
Issue 22). Three years later 
Tecmo themselves developed a 
sequel for the Nintendo. Mighty 
Bombjack, which was so 
hugely successful another Elite 
conversion was inevitable. 

The plot follows the 
Japanese fashion for 
unpronouncabte names and 
general weirdness. Apparently 
once upon a time King Pamera 
ruled the world in perfect 
peace, which was all far too 

r0*i 

| — \ There's no doubt 
mot the C64 ver- 
sion is the best of 
me two, simply by 
having a faster, 
nippier hero who 
mokes the game 
infinitely more playable than 
the sluggish ana irritating 
Amiga version. The only prob- 
lem is that this makes it per- 
haps o bit too easy: I managed 
k> complete the gome in a 
handful of attempts. 
Nevertheless there are four dif- 
ferent endings to keep you 
playing, along with loads of 
hidden bonuses to find, mak- 
ing for a great high score 
gome. 




dull to make a computer game 
so the demon Beelzebut 
kidnapped him and plunged the 
world into chaos. Each of the 
king's sons took on the demon 
In turn, all failing until only one 
remained — Bombjackl 

Just to make Bombjack feel 
at home, Beelzebut filled his 
fortress with bombs, but not all 
of them are explosive. The 
seventeen main levels scroll 
either horizontally or vertically, 
and the scattered bombs only 
offer bonus points. Bombjack's 
main objective is to find the 
exit. When he does there's a 
static bonus screen much like 
the original game: to open the 
exit, all the bombs have to be 
collected. If you get the fizzing 
bombs In order there's a 
special bonus. 

To defuse or collect a bomb, 
all Bombjack has to do is touch 
It What makes life difficult are 
seven types of monster, 
including a Heel (which is a 
skulll), a shapechanglng 
Mummy, and Billy — a flying 
vampire rabbit) These 
materialise in unexpected 
places and pursue Bombjack 
relentlessly. Unarmed, his only 
tactic is skilful evasion. 





^^^^ 

Miahtv Bombjack is a fairfy basic variation on the tired 
old platforms-a nd- ladders theme; dodge me boddies, 
pick up the treasure and find me exit. Ws not that com- 
plex, although the control system Kikes a little mastering 
— especially on the Amigo where Bombjack is a bit slow 
and creatures materialize with minimal warning. 
Overall, unremarkable graphics, tough gorcwolay and 
little or finality make £25 hard to justify on the 16-bit side. Bath ver- 
sions also suffer from a lack of variety: level backgrounds go from 
dull bock to okay palm trees to clouds. However, the more you play 
it, me more gomepJay opens up as you master me power-ups, dis- 
cover secret chambers and bonus points. The C64 benefits from 
some attractive sprites, using plenty of colour plus overlays for a 

sharp image. This version also plays faster and is o bit easier. Worth 
a look. 



^L^L^Jg 1 ^^ bombs, Bombjack con jump onto treasure chests to reveal their contents. (C64) 



* One of the vertically scrolling levels with 
(Amiga) 



Pressing fire makes 
Bombjack fly upwards, and you 
can move him In flight, stop 
him by pressing fire or even 
hover by rapidly pressing fire. 
Bonus points can be earned by 
opening treasure chests which 
also contain coins, extra time, 
sphinxes (revealing hidden 
exits), Power Balls (briefly 
changes all enemies to coins) 
and Mighty Coins. The latter 
allow Bombjack to have magic 
powers so he can open 
treasure chests by just 
touching them, or even 
transform the baddies into 
coins by holding down fire. 
However if Bombjack gets too 
greedy he's locked In a static 
torture screen where he must 
survive with dozens of baddies 
for forty seconds. 



a bonus room open on the left. 




PRESENTATION 57% 

A, C64. pin* Ingh score tobV demo 
and multilood 

GRAPHICS 58% 

Okay IprWi and background*, 

SOUND 45% 

Blond, lepctitive mu.K. dull runnleH 
and FX. 

HOOK ABILITY 65% 

tougher than C64 mifiolly a Itrhe frus- 
MNOQi 

INSTABILITY 62% 

Gieoter gfaphit variety but doesn't I 
moke at imprcis.ve u*o ol rhe 
mochine 




BcawnaWefun but ove rpnerd and 
sluggish- 




PRESENTATION 75% 

Alternate two-player modc H 
inscrutable GDV rating and just a sin* 
gle load. 

GRAPHICS 71% 

Dull backgrounds but sprites ore 
colourful, n«cly drawn ond well ani- 
mated. 

SOUND 76% 

Nice UHe tune embroidered with plen- 
ty of spot FX and lunelels. 

HOOK ABILITY 81% 

Control take* a little getting used to, 
but severe addiction soon sets in. 

INSTABILITY 76% 

16 levels, numerous sub-levels and 
lour ways ro complete the game pre 
sent a fair challenge, lots of h>dden 
bonus points for high sco*e fanatics. 




PM game. 
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perform sword movements: 
defend upward/downward, 
attack left/right/up, lunge and 




One Eye battles Spanish hoops to liberate a castle's treasure. Once these guards have been kiHed a red icon 
appears which, when touched, sends our pirate hero sliding down the rope. 




• Domark, C64 
£9.99 cassette, 
£ 1 4.99 disk; 



o 



ne Eye and Red Dog 
were knocking back the 
rum at the Jamaica Inn 
the other night when a 
mysterious stranger told of 
chests full of treasure and 
sacks of gold coins hoarded by 
the mysterious Evil Sorcerer 
Before you could say 'Yo ho ho 
and a bottle,..' the pirate pair 
grabbed their cutlasses and set 
sail onto the high seas in 
search of treasure and 
adventure. 

Their first stop, and first level 
of eight is a merchant ship 
packed with booty. Ooh an*' 
they think, but their hopes are 
soon scuppered when they 
spot that the hoards of cash are 
guarded by hordes of the 
Sorcerer's own pirates. 

In one-player mode, you 
control One Eye; a second 
player can play Red Dog but 
has to wait until you have 
fought through the level The 
ship has decks on several 
levels, accessed by ladders or 



by Jumping. The latter is 
achieved by treading on special 
icons, but these only appear 
when all nearby pirates have 



been killed. 

Swashbuckling with these 
involves pressing fire with 
various Joystick directions to 



After lost month's 
rather blond pre- 
view shots it's o 
surprise to find the 
finished gome pos- 
itively owosh with 
colour, erecting a 
real cartoon fed, full of 
humour and fun. Admittedly 
some of the sprites are o bit 
blocky, ond there's nothing 
here which would have looked 
out of ploce several years 
back, but the pirate theme is 
original and involving. It's real* 

S enjoyable hackin' and 
ashin' through this game, 
boarding ships and then going 
onto the islands (which give 
the gome a foir bit of variety! . 
The multidirectional scrolling is 
smooth ond the odd action 
moves, like sliding down a 
rope, ore amusing (though one 
minor irritation is that if you 
scroll any static baddies off 
screen, you can't go back for 
them to reveal the essential 
konK While combat isn't that 
sophisticated, there's enough 
sword moves lo practice. In all 
honesty Skull And Crotsbones 
odds little to the beat-'em-up 

Ci re other than a novel 
me, but it's well executed 
with lots of colour and humour. 
Definitely worth a good look if 
swashbuckling swordplay, glit- 
tering treasure and suM 
maidens are your thing. 



sultry 



* Skeletons and harpies ensure One Eye has no time to pkiy any discs on this desert island. 





1 o 
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backslash Holding down fire 
turns your pirate around. If he's 
hll by the enemy he loses 
several health points — these 
can be replenished by 
collecting chicken drumsticks. 
Then, of course, there's the all* 



Ahoy there, me 
hearties! What o 
'boofyful' little 
pome thi* is. The 
basic hock'n'slosh 
gomepJay has little 
new about it but 
the pirate theme is well imple- 
mented and certainly makes a 
refreshing change from ninja* 
— I really enjoyed slicing up 
the ones on Level 4! Although 
most or the enemies are hard 
to defeat without losing at least 
some health, the continue- 
pkiys moke it fairly easy to 

Press through the first few 
s — perhaps a little too 
easy. Nevertheless, unlike a lot 
of similar games you can't just 
wimp out by running past ene- 
mies; you have to stand and 
fight until all the on-screen 
boddies ore killed. Ifs a pity 
the hvo-player mode isn't 
simultaneous (as it will be on 
the Amiga version) but at least 
you occasionally get to fight it 
out for a special treasure. Nice 
graphical touches include well* 
drawn pirates, men popping 
up out of barrels to throw bot- 
tles and, of course, the busty 
maiden! At last, pirates do 
something good for computer 
games I 




one eye 



UtatTM < 4 • 7 



* Aboard a pirate galleon. One Eye 
distress. 



# Not more ninjai! Oh no, ifs ninja island. 

important treasure to collect, 
hidden under skulls and 
crossbones which must first be 
slashed* 

Loot the whole ship and the 
next target Is a Spanish castle 
full of gold — and medieval 
soldiers. Level 3 takes place In 
the Orange Ship — a pirate 
vessel with a tough end-of-level 
pirate captain to defeat. Other 
levels Include a Ninja Camp 
with somersaulting ninjas, an 
enchanted cave with sword- 
wielding skeletons, and a 
mythical island. 

Completing some levels 
earns you a special treasure 

bottles to free o beautiful damsel in 



^6 609 ittflLTM 





ranging from a magic crown to 
a busty wench. In two-player 
mode, the players have a sword 
Tight to determine who gets 
this. 



PRESENTATION BO% 

Niar litte page, multilood not too bod, 
conhnue-playv alternate two-player 
mode, mterlevcl itatv 

GRAPHICS 82% 

Good cartoon feci wtth varied bock 
grounds. 

SOUND 80% 

Jolly [Roger] good tune* 

HOOK ABILITY 83% 

Simpliihc action n immediately oddrc 
trve. 

LA STABILITY 7B m /o 

Some voned level*, though il (ould 
eventually get repetitive. 




One to go overboard about 1 
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amiga 

PRESENTATION 78% 

Two- playei [oiler noting) mode, demo, 
inlerlevel Gizmo screen, 

GRAPHICS 67% 

Outrocterful Gremlin). Strangely out- 
of-$cale, dull botkdrops. 

SOUND 76% 

Good sampled FX plus some jolly 
tunes. 

HOOK ABILITY 58% 

The dull othon's eo*y enough to pick 
up. 

LASTABILITY 35% 

Only five fairly short levels. 




PRESENTATION 48% 

Good tirl* screen, muvk on/oH, neat 
high score table and alternating two 
player mode lengthy multiload could 
be irritating, 

GRAPHICS 80% 

Irritating flkkscreen. but graphics are 
colourful, varied, nicely detailed and 
boosting tome okay animation. 

SOUND 55% 

Sample Grem/jm tune gets irritating 
ohe' a while, basic fX. 

HOOK ABILITY 48% 

Frustrahngly hard to begin with... 

LASTABILITY 35% 



Z 



• Elite, C64 
£9.99 cassette, 
£12.99 disk; 
Amiga £24.99 

The original movie had to 
be one of the weirdest 
mainstream films of the 
Eighties, and made a pretty 
neat computer game from 
Adventuresoft (80%, Issue 2). 
The belated sequel had a weak 
plot, but spectacular FX with 
zillions of oddball Gremlins and 
ways to kill them — who can 
forget the "Gremlin In the 
shredder' scene or Rambo 
Gizmo? Now as the film hits 
the video stores. Elite finally 
unleash a conversion packed 
the vicious little monsters. 

The game is set in Clamp 
Tower. New York's newest and 
tallest skyscraper, which was 
built on the site of the old 
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* Allocked from either side, Billy must also beware of foiling lockers. (CM) 



novelty store where Gizmo's 
Chinese master used to live. 
Now deceased his furball friend 
has been turned over to Clamp 
Tower's notorious genetics 
department, where Dr Catheter 
has dozens of different 
experiments planned. 



GREMUNS2: 

THE NEW BATCH 




Gremlins 2 was a bit of a disappointment as o movie, 
but the gome is worse with o breathtaking lack of imagi- 
nation. The bask idea is stomp around, dodge or shoot 
the Gremlins and collect the special object on each level. 
The tendency of the Gremlins to spring out with little or 
no warning means good reactions usually aren't enough 
— you have to memorize each screen's attack patterns. 
This makes progress possible, but ultimately dull Later on, me addi- 
tion of platforms and lifts, plus Gremlins armed with guns and kisses 
(I), simply makes the game tougher but hardlv more enjoyable. 
The Amiga version was first out and although the gameplay is poor, 
the Gremlin sprites are well drawn and animated, and accompanied 
by good samples there's some initial enjoyment. The delayed C64 
version locks the samples, but is even more impressive graphically 
with colourful nicely detailed sprites and some aood backdrops. On 
both versions the flickstreen scroll is irritating, but at least the C64 
game looks slkk and professional. Fans of the movie might enjoy the 
faithful attention to detail, but for most people this extremely tough, 
repetitive game wiH be more frustrating than enjoyable 



Billy opens the special object, allowing him to exit the level via the lift. 
(Amiga) 



By coincidence Billy, who 
temporarily owned Gizmo in 
the original movie, is also 
working at Clamp Tower and 
once he finds out about 
Gizmo's captivity, sets out to 
rescue him. Catastrophe is the 
result, with Gizmo being 
sprinkled with water to create a 
vicious new batch of Gremlins. 
Billy must save the day by 
combating all the new 
Gremlins, including pogoing, 
skateboarding, electric and 
sexy vamp types. Initially Billy 
is armed with a rapid-fire torch 
(I), but extra weapons can be 
picked up such as tomatoes 
and telephones. There are also 
bonus icons to pick up for extra 
lives, points and time, plus a 
Rambo Gizmo who flies in via 
parachute. The action Is shown 
side-on with Billy walking 
through flickscreen rooms 
containing platforms and lifts. 
On each of five levels a special 
item must be found to complete 
it An interlevel shop allows 
Billy to buy a new default 
weapon with collected credits. 





Despite some neat 
presentation on the 
Amiga (especially 
the intedevel scene 
where Gizmo war- 
bles with fear) and 
high-quality C64 
graphics, Gremlins 2 is hardly 
a riot. The Gremlins' antics are 
quite funny to begin with but 
continually blasting them 
proves repetitive. All the levels 
are fairly short and feature the 
same basic gameplay which 
simply requires you to learn 
the preset patterns of where 
Gremlins appear. Even so, it's 
frustratingly difficult at times, 
especially when you have a 
useless weapon llike the 
pathetic tomatoes). With such 
an unoriginal approach this is 
a waste of a promising licence. 




Great graphics, shame about rfv 
game. 
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THE HIT SQUAD PO. BOX 350 MANCHESTER M602LX 




SPiilfIT 128 



• Full feature Centronics Printer 
Interface. 

• Connect your 64/ 128 to a range of 
full size Centronics Parallel Printers. 

• Easy to use - supports 
Commodore Graphics Set 

• Onboard Microprocessor Chip 
means no more programs to load. 

• Works with most applications. 

ONLY £29.99 



NEW VALUE 
PACK 




DIGITA 
SOUN 
SAMPLE 



NOW WITH 




commoDonE /sf/ mkii Disk 

Ditf/c FOi? Of /I28 



The 1541 Mk II is a superb quality Disk Drive 
specially designed for the Commodore 64/128. 



COM DRUM DIGITAL 
DRUM SYSTEM 



• This NEW Sampler allows you to record any sound digitally into 
memoiy & then replay It with some astounding sound effects. 

• Playbark forwards/backwards with echo /reverb/ting modulation. 

• Now with full sound editing module for outstanding effects. 
0 Full Sblt D to A Si ADC conversion. 

• MIDI compatible with suitable Interlace (Datel Unit £39.99. see ad.|. 

• Uvc effects menu includes realtime display of waveforms. 

• Line In/mlc in/llne out/feedback controls. 

• Load/save sample. Up to 8 samples in memory at one time. 

• Complete software /hardware package. Tape or Disk (please slate). 

• Now you can turn your Digital Sound Sampler Into a Digital Drum 
System with your FREE Corn-Drum. 

• 8 digital drum sounds in memory al one time, 

• Complete with 3 drum Wis. Real drum sounds - not syntheslsed. 

• Create superb drum rhythms with real and step time. 

• Full editing. Menu driven. Load/Save facilities. 

• Output to Hi-Fi or through TV speaker, 

STILL ONLY £49.99 

COMPLETE WITH FREE COM-DRUM DIGITAL DRUM SYSTEM 



JUST LOOK AT THESE FEATURES..* 

• Slimline design - an extremely 
compact unit. 

• ExtcrnalPower Pack so no 
overheating problems (unlike some 
other types). 



• Direct drive motor for super quiet 
operation and extra long life. 

• Plus fabulous collection of Disk 
Software - see below for details!' 

• Comes complete with manuals, 
connecting leads, etc.. etc. 



TOTAL PACKAGE INCLUDING 
TRIVIAL PURSUIT, SNARE, 
CONFUZION, SPLIT PERSONALITIES, 
SECRET AGENT, NIGHTBREED, 
SHADOW WARRIORS, MIDNIGHT 
RESTISTANCE DISK SOFTWARE 

ONLY 
£1 49.99 

ADD CS IF NEXT DAY COURIER 
IS REQUIRED 





DATA ^cCO??DciJ 



• Quality Commodore compatible 
Data Recorder 

• Pause control, counter, etc* 

• Suitable for 64/128. 

• Comes complete * no more to buy) 

• Send now for quick delivery. 



ONLY £24.99 



UNBEATABLE MIDI 
PACKAGE!! 



fx 





DATEL MIDI 64 
INTERFACE PLUS 
ADVANCED MUSIC 
SYSTEM ONLY £39.99 



• The Advanced Music System Is probably the best MIDI/music package ever 
produced for the 64/128 offering a huge range of musical composition features 
plus MIDI compatibility * add the Datel MIDI Interface and you have the TOTAL 
MIDI SOLUTION!! 



O KEYBOARD MODULE-., allows for entry of 
music from the QWERTY keyboard. Sequencer 
works like digital recorder. 



• EDITOR MODULE-- Just like a word 
processor for music. 

• MIDI MODULE... this is the module which 
allows the full potential of the Music System and 
your MIDI keyboard to be achieved- Using the 
Datel MIDI 64 Interface any MIDI Inatrument can 



be connected to your 64* 
• HUGE RANGE OF FEATURES... too 
numerous to list. Advanced Music System has 
literally hundreds of commands and features - 
we have only outlined some of the main headings 
- this Is a truly professional package. 





• 1351 Mouse Is a high resolution two button mouse featuring optical counting, 
teflon guides, micros witches, rubber coated ball and high quality Interlace. 

• When combined with OCP Advanced Art Studio this graphics package is quite 
simply the best system available. The features are unmatched... 

• Create an Image - shrink it. expand 11. move H, rotate It, copy It. colour 1L etc*, etc* 

• Spray patterns or shades, make elastic lines - stretch and manipulate shapes. 

• Zoom in to add detail In fine mode. 

• Pulldown/Icon driven menus for case of use, 

• Mouse operation, plus joystick and keyboard control. 

• 16 pens. 8 sprays, 16 brushes - so flexible anyone can create superb graphics easily. 

• Full cut and paslc facilities plus excellent printer support* 



ONLY 

£34.99 

TOTAL PACKAGE 

INCLUDES 1351 MOUSE/ 

HOUSE MAT/HOLDER 

AND OCP ADVANCED 

ART STUDIO 
M tTATI ir YOU REQUIRE tape ON DISK 




ALSO GEOS 
COMPATIBLE 

• The 1351 Mouse has Two 
selectable modes - Mouse or 
JoysUck mode for maximum 
compatibility. 

• Even works with the 
"Besl Selling" GEOS utilities. 

• Superb quality. 




MOUSE MAT AND 
MOUSE HOLDER 

(WORTH C12.99) 
WITH EACH PACKAGE 




LC 200 OU PRINTER PACKAGE 



NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR1 

• The Star LC200 Colour Printer not only prints in Near Letter Quality for your regular Jobs but ilso 
prints out your pictures from Art Studio. AcUon Replay, etc, In generous colour! 

• LC200 Is n full Centronics printer so li works with other computers lAmlga. ST, etc.), 

• Made possible by Datel's unique colour printer driver - now you can havr a hardcopy In up to 16 
colours)! • No more to buy - Just plug In and prtntll 

PACKAGE INCLUDES STAR 1X200 COLOUR PRINTER RRP C345.00 

SPRINT 128 PRINTER INTERFACE RRP £29.99 
DATEL COLOUR PMNTEJt DRIVER SOFTWARE RRP E19,99 

NORMALLY C 394.96 

COMPLETE PACKAGE NOW ONLY £259.00 

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99 

• If you already have an LOO or l-C 200 Colour Printer we can supply the Driver separately. 

• Works with Serial Version of LC10. Parallel Port, Sprint 128, etc, 

HOW TO GE T YOUR ORDE R rAS'T... 
TELEPHONE (24 Hrs) AMMLWnTl. CREDIT CARD ORDERS 





WE WILL DESPATCH YOUR OflOER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START RECEIVING THE BENEfTTS OF YOUR PURCHASE WTTWN DAYS NOT WEEKS 
0R0ER3 NORMALLY DESPATCHED WITHIN 41 Nr» ALL PRSCE5 INCLUDE VAT UK ORDERS POST FREE EUROPE ADD CI OVERSEAS ADO CX PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS AND SUBJECT 

TO CHANGE WITHOUT NOTICE CALLERS WELCOME - Pitts* rtwrv* good* by iMfrfion* prior to VIM ALL CHEQUES POSTAL ORDERS MADE PAYABLE TO- 



DA] 



cCTHOplCS LTD., 



GO VAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 
TELEPHONE SALES ONLY 0782 744707 FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324 
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Moonfall is an interesting Elite variant with a hint of 
Mercenary thrown in. As in Elite the basic aim is making 
money via trading, buying low and selling high. It's fair- 
ly simplistic, bt? excitement is odded by pirate attacks. 
Once an enemy ship comes onto radar the boost engine 
cuts out until ift been defeated — often if you lake too 
long another ship will join the fray. Combat is ogain fair- 
ly simplistic: turn to face the enemy, blaze away with lasers and 
chase when he runs (a nice touch is the mines dropped by fleeing 
ships to moke pursuit difficult), Sodly the inability to bank gives an 
unrealistic feel which dampens the action somewhat — Elite was 
more exciting. Where Moonfall does score is in the graphics which 
are simply gorgeous on the C64. As the day progresses me sun rises 
and falls, the sky lightens and darkens going from turquoise to pink 
to black. At high speed, mountains whip by, taking you closer to a 
varied assortment of bases, most glittering with atmospheric lights. 
Enemy ships have a bit of variety and move very quickly — it's great 
seeing missiles detonate on the sides of ships and when ships finally 
do explode the scattering of debris is impressive. After the solid 3-D 
of Space Rogue the graphics aren't state-of-the-art, but their speed 
and atmosphere help compensate. Furthermore (here's a brilliant 
range of sound FX, everything from the basic engine drone to light- 
ning storms to explosions are top-notch. 

Amiga Moonfall isn't in quite the same class: nicely shaded moun* 
tains, attractive spaceships and good FX are nice here, but after 
Midwinter, F-29 and so on it seems rather limited. Another disap- 
pointment is that the eight missions secreted away in the C64 game 
haven't been increased tor the Amiga, It's on okay game, but at €25 
if seems to lack ambition, and polish — something which the C64 
game has in abundance. Attractive graphics here compensate for 
somewhat repetitive gameplay, contributing to an involving atmo- 
sphere which should have you playing for many long nights. 



Roboforms as their servants, 
only to see them rebel and 
pursue their own objectives — 
"explore, produce, make profit'. 
It s the Roboforms who've 
captured the Dedalus. Some 
humans are rumoured to have 
escaped and set up their own 
secret colonies, but for the 
majority a life of slavery seems 
inevitable. You're determined to 
escape, though, and have 
worked so hard the Roboforms 
have given you a trading 
licence and an X-terminus 
freighter It turns out Alfa is 
very popular among pirates 
who appreciate the Roboforms 1 
habit of selling anything to 
anyone with no questions 
asked. In fact your final 
objective is to earn enough 
money to buy every factory, 
powerplant, moonbase and 
Remusbase on Alfa. This is no 
easy task with hordes of pirates 
constantly on the lookout for a 
lightly armed freighter to hijack 

The X-terminus is a curious 
beast which is extremely 
stable, making rocksteady 
turns without ever banking It 
also has two separate engines; 
one for manoeuvring (in 
colonies and during combat), 
the other for high-speed travel 
between colonies. 
Unfortunately the latter engine 
automatically shuts down if 
another ship approaches, so 
you can't outrun the pirates. 

The freighter comes with a 
forward-firing gun, plus homing 
missiles and mines (dropped 
from the rear) Additional 
weapons which can be bought 
Include a drone to distract 
enemy fire and a stunner 
(which briefly paralyses enemy 
forces). You can also buy solar 
cells (to reduce power 
consumption), extra shield 
units (a maximum of four) and 



attractors (which attract 
massive sandworms to be 



captured, and then sold). 

Most of this hardware is 
essential for a long life trading 
between the various colonies. 
Bases only have a couple of 
rooms generally, but besides 
the trading computer there's 
occasionally a pub where 
information can be obtained. 
There are 18 types of object to 
buy and sell, ranging in price 
from three to 7453 lunariums. 
As you progress you can be 
offered missions — there are 
eight in all. You are also given 
the option of saving the game 
at base computers. 



Moon foil was written 





PRESENTATION 67% 

10 love position* per blank dtik and 
good paper mop. 

GRAPHICS 70% 

Some i\kc colour graduation ond 
Itghhourring on rwmy ihipi Fail 3 
0. Bate* imall and disappointing 
though. 

SOUND 68% 

Okay title tune. nic« m gome FX 
although laser t\ a little crude. 

HOOK ABILITY 78% 

Relatively eoiy to get into, with lolt o 
combat. 

INSTABILITY 75% 

A big tatk, but grophk variety it mini 
mol. loo much combo* ton get liring 
ond eight mmiom aren't much novva 
day*. 



on the C64 and it shows, oozing 
Quality presentation from every pixel. The superb 
skyscapes and varied bases establish an involving sense 
of being there which is perfectly backed up by a good 
range of sound effects. The spaceships are wireframe, 
but move very auickly and can come in very close, very 
fast Although the system is quite happy throwing two 
ships, plus mines and cargo at you, unlike the Amiga enemy attacks 
aren't so frequent that they become aggravating. On the C64 rfs 
auite possible to complete a few trading runs without being forced to 
defeat an armada of pirates. But when combat does happen ifs 
good fun, not quite as ambitious as f/ite, but faster. 

The heart of the game isn't incredibly complex, and although the 
underground rooms give a Mercenary-feel, there aren't that many of 
hSem and all you're looking for are computers to log onto in search 
of hints on good trading bases and, of course, missions. Eight mis- 
sions aren't lhat many, but they seem good fun and upgrading your 
ranking to access them odds to addiction. Though not in the same 
league as the Gold Medal-winning disk-only Space Rogue, Moonfall 
is well worth giving a go if you naven't got a disk drive or simply 
love the Elite game-style. 

On the Amiga there's an attractive and rapid 3-0 system, but here 
the lack of banking is pretty poor and the nowodays almost essential 
exterior views ore sodly lacking, Ifs a slick conversion of the 8-bit 
original, but adds nothing new and doesn't compare to the massive 
scale of say, FOFT. 




80% 






• Millennium, 
C64 £10.99 
cassette, £15.99 
disk; Amiga 
£24.99 
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ased on the 1986 game 
Druid, Warlock is a 
slightly reworked 16-bit 
conversion with the addition of 
eight new levels contained in a 
separate tower accessible at 



si 



1 6 bit Warlock is 
on excellent con- 
version for the sort 
of people who 
hate gomes chang- 
ing, hence the 
druid has only o 
couple of frames of animation, 
the backgrounds have minimal 
detail and gameplay enhance- 
ments are hardly noticeable. 
Ardent Druid fans will wel- 
come it but not me. The C64 
game is much better, making 
good use of the machine with 
lots of colour and detail Unlike 
the strangely muted colours of 
the Amiga game, the C64 pro- 
gram is bright and cheerful, 
making it much more fun to 
play. It's a tough challenge, 
ana although gameplay isn't 
that sophisticated if s a reason- 
able variation on the Gauntlet 
theme- 



GOLEM 




the start. The C64 game is a 
completely new program based 
on the Amiga's second tower, 
and doesn't contain the original 
Druid game. The well-written 
scenario concerns another 
perfect paradise invaded by 
evlL Satan's son, Acamantor, 
has plunged the land of Belorn 
into eternal darkness and the 
only slender hope lies with an 
aged druid known as the 
Warlock... 

Back in '86 Gauntlet was the 
hottest com-op, and inevitably 
a difficult 8-bit conversion with 
so many players and enemy 
sprites. Druid adopted a similar 
top-down view maze approach, 
with dozens of opponents 
constantly attacking, but 
there's just one player A 



* A second player can join in to control the Warlock's pink golem* (Amiga) 




second player can join In when 
the golem spell is activated, but 
he can't fire anything, only 
throw punches. If you haven't 
anyone to control the golem. It 
can be set to follow you, wait or 
be sent away. 

Needless to say, the point of 
the game is to exit the maze. 
This usually requires keys 
found In chests, which can also 
contain golem spells, paralyse 
spells, chaos (combined smart 
bomb and restore energy) and 
three types of ammo (fire, water 
and electrical bolts). Spells are 
activated via function keys, 
while each ammo type is of 
varying effectiveness against 



Warlock scropes on OK head despite the wide difference 
between the two versions, mainly because the game 
idea isn't too bod on both formats. There's nothing new 
in it over the original Druid — ifs a mystery to me why 
Millennium haven't at least mode the gameplay more 
sophisticated for the eight new levels, but I guess there 
ore some Druid fanatics who wouldn't want it any other 
way. There's a fair old number of creatures attacking, but the Amiga 
never looks pushed and the Gauntlet* styte 'freneticism' is missing. It 
feels slow-paced, and the tactical element of picking weapons is 
sadfy limited (lords of Chaos did the strategy side a lot better). 

The C64 version isn't any more sophisticated, and has eight less 
levels, but there's more of an arcade oction feel with the C64 looking 
as if ifs been well used. There's good attention to detail in the mon- 
sters and background graphics; the water and lava look nice and 
there's even an attract mode omitted from the spartan Amiga game* 



* The Warlock comes under attack from hordes of evil denizens during his 
GounrieMtylc travels. (C64) 
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the assorted baddies (from 
snakes to beetles to spiders). 
Tactics come in when choosing 
which item to take from a chest 
as you can only have one. 
Other items to look out for are 
pentacles (which restore 
energy), power-draining tiles 
and hidden doorways. 



PRESENTATION 64% 

H»gh scores, vcrollirvg Intro allows 
choke of which tower to start of. 

GRAPHICS 41% 

Si m pi i itic with poor onimohon or>d 
little detail. 

SOUND 77% 

top-notch intra June, i parse but good 
in game FX. 

HOOK ABILITY 38% 

looks simple, but lakes oWol getting 
used to not much instant oddktion. 

INSTABILITY 46% 

16 vaned levels, but graphkal dull- 
ness ma We* perseverance unlikely* 




Likely to appeal only to die hard 
Drutd f onahc*. 




PRESENTATION 72% 

Nice title page with scare table, walk- 
on appearance* o( baddies ond just 
one !ood « 

GRAPHICS 69% 

Bright, colourful and well denned — 
good For this sort of game 

SOUND 57% 

Okay title tune ond effective spot FX. 

HOOK ABILITY 68% 

Eaiy lo get info, but it all seems a bit 
too familiar to be genuinely compul- 
sive. 

LA STABILITY 71% 

Eight leveli provide o reasonable 
challenge for mappers, could get 
repetitive though. 




An okay Gounffef variant. 
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NOW TAKEN 




CASTLE SOFTWARE 
2 WILLIAM CLOWES STREET 

BURSLEM 
STOKE-ON-TRENT 
ST63AP 
TEL: 0782 575043 
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TURRICAN 2 £7.99 

CREATURES £7.99 

HUNT RED OCTOBER £7.99 

SHADOW BEAST (CART) £21.99 

LAST NINJA 3 (CART) £21.99 

VENDETTA (CART) £21.99 

NINJA REMIX (CART) £21.99 

NIGHT SHIFT £8.99 

PREDTTOR 2 £7.99 

UN SQUADRON £8.99 

BACK TO fUTURE 3 £8.99 

EDO THE DUCK £7.99 

ESWAT £8.50 
MUTANT HERO TURTLES £9.99 

GOLDEN AXE £8.99 

DAN DARE 3 £7.99 

MONTY PYTHON £7.99 

DOURIE DRAGON £2.99 

LAST NtilA £2.99 

WK IE MAN £2.99 

FUMflOS QUEST £7.99 

MIDNIGHT RESISTANCE £7.99 

IAf«OW ISLANDS £7.99 

SHADOW WARRIORS £7.99 

RICK DANGEROUS 2 £7.99 



AFTERBURNER 

C2.99 



R-TYPE 
C2.99 



OPWOIF 
£2.99 



TRACK SUTT MANAGER 
£2.99 



KM WARRIORS 

£2.99 



BLOOD MONEY 
C3.99 



GRAND MONSTER SUM 
£3.99 



KICK OFF 
£3.99 



KlAX 

£3.99 



CHASE HQ 2 (CART) 


£17.99 


PANG (CART] 


£17.99 


NARC (CART) 


£17.99 


EMPIRE STRKKS BACK 


£2.99 


STAR WARS 


£2.99 


RETURN Of JEDI 


£2.99 


SNOW BROTHERS 


£8.50 


LINE Of FIRE 


£8.50 


STRIDE* 2 


£8.50 


TOTAL RECALL 


£8.50 


SPIDERMAN 


£7.99 


SUPER Off ROAD RACER £8.50 


GREMLINS 2 


£8.50 


LOTUS ESPRIT 


£7.50 


SUMMER CAMP 


£750 


KICK Off 2 SPEC 


£7.99 


WTERNATONAL 




30TENWS 


£7.99 


WONDERBOY 


£2.99 


FERRARI FORMULA ONE 


: £2.99 


WIERD DREAMS 


£3.99 


SALAMANDER 


£2.99 


SKATE OR DC 


£2.99 


BLUE ANGELS 


£2.99 


RUN THE GUANRET 


£2.99 


GHOSTS N GOWNS 


£199 



FORGOTTEN WORLDS 

£2.99 



SUPER MONACO GP 
£8.50 



TARGET RENEGADE 
£2.99 



MENACE 
£2.99 



CAPTAIN FfZZ 

£2.99 



WC 



£2.99 



QUEDEX 
£2.99 



BUGGY BOY 
£2.99 



MATCHDAY 2 


£2.99 


PLATOON 


£2.99 


MRHEU 


£3.99 


TOP GUN 


£2.99 


NODES Of YESOD 


£2.99 


VIXEN 


£2.99 


MUSK CON WT 


£4.99 


URIDIUM 


£2.99 


MOTOR MASSACRE 


£2.99 


VENDETTA 


£4.99 


LORDS Of CHAOS 


£3.99 


C YEAGER FLIGHT SIM 


£2.99 


GILBERT 


£2.99 


GALACTIC GAMES 


£199 


GREEN BERET 


£2.99 


TRANTOR 


£2.99 


GAME OVER 2 


£2-99 


GUANTIET 


£2.99 


GREAT ESCAPE 


£2.99 


WORLD GAMES 


£199 


HIGH NOON 


£2.99 


STREET FIGHTER 


£2.99 


K* 


£2.99 


SPY HUNTER 


£199 


SCRAMBLE SPIRITS 


£2.99 


CRAZY CARS 


£2.99 


SUPER CYCLE 


£2.99 


LEADERBOARD 


£2.99 


720 


£2.99 


BIGGIES 


£2.99 


PTTSTOP2 


£2.99 


BEDLAM 


£2.99 


HARDBALL 


£2.99 


SHADOW OF MORDOR 


£199 


FOOTBALLER OF 




BATMAN CAPED 


£2.99 


THE YEAR 


£2.99 


THE DEEP 


£2.99 


SNARE 


£2.99 


BARBARIAN 


£2.99 


TUSKER 


£2.99 


ENDURO RACER 


£2.99 


SUPER HANG ON 


£2.99 


DYNASTY WARS 


£3.99 


SANXTON 


£2.99 


FROST BYTE 


£199 


XOUT 


£199 


RAMPAGE 


£199 


NAM6S/75 


£8.50 


RASTAN 


£2.99 



SENT FIRST CLASS POST. P&P UNDER £5 IS 75p, OVER £5 IS 
FAULTY GOODS REPLACED WITHOUT QUESTION. STOCK ITEMS DESPATCHED BY 



sale 
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sale 



DIZZY 
COLLECTION 

DIZZY, FAST FOOD, 
FANTASY WORLD DIZZY, 
TREASURE IS1AND 
WZZY.MAGKLANODCZZY 

£9.99 



FUN SCHOOL 3 

(OVER7-S) 

WORD SEARCH. TREASURE 
SEARCH, ROBOT DRAW, 
PLANETARY MATHS, 
SENTENCES, DATABASE 

SPECIAL PRICE 



QUATTtO POWER 



MOTOX. SUPER OMAN, PRO 
POWERBOAT, ATV SIMULATOR. 

AU FOUR GAMES I2.M 



TURRICAN. RAINBOW ISLANDS, 
CHASE HQ, X-OUT, 
ALTERED BEAST 

SPEOAl PRICE 

£ 1 2.99 



FUN SCHOOL 3 

lOVERS'S) 

COUNTING, LETTERS, 
MATCHNG. ACTIONS, 
PAINTING, GALLERY 

SPEOAl PRICE 

£9.50 



ADVENTURE 

SUPER ROW HOOD, DIZZY, 
VAMPIRE, GHOST HUNTERS. 

All FOUR GAMES 11.99 



WICKED GIANT 
GAMES PACK 

SO CLASSIC GAMES FOR YOUR 
CM NOW 

ONLY 

£9.99 



FUN SCHOOL 3 

(5-7-Sl 

TOY SHOP, TIME, FUN TEXT, 
COUECT. EU-CTRtOTY. 
fOURNEY 



£9.50 



SUPER STUNTMAN, SUPER 
TANK 

SUPERHERO, KGB SUPER SPY. 
AU FOUR GAMES £2.99 



CONfORMS TO THE NATIONAL 
CUWCULUB FULL COLOUR 
BROCHURE AVAILABLE UPON 
' Of 9 AE. 



PRO SKI SIMULATOR, GRAND 
PRIX SIM. PRO SNOOKER 
SIMULATOR, BMX SIMULATOR 

All FOUR GAMES £2.99 



Please send me the following titles 



1 



Title 



Cass or Disk 







Amount 1 























































p&p (if applicable) 
Tola) amount 







Name.... 
Address 



Tel No. 




■All] 
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★ Welcome to another controversial Rrap. This month 
there's everything from the old chestnut of high 
software prices to shocking claims of cartridge piracy to 
disgruntled programmers and even death threats! Not to 
mention a letter from a squaddie in the Gulf who managed to get 
a copy of ZZAP! out there! 



WHAT 



SOFTWARE? 

Dear Llilllloyd 
I'm writing about that one 
subject that people like you 
always reply to with irritating 
little comments abouLhow it's 
all the pirate's fault. Yep, you 
guessed it, the cost of games. 
Firstly all that follows rests on 
Ihese figures for the 
breakdown of cash spent on a 
£24.95 game- 
Ell. 20 to Software Publishing 
House 

which breaks down to... 
£3.36 Physical Production Of 
Game 

£1.12 Royalties toauthor(s) 
£1.68 Marketing, Ads & 
Posters 

£3 36 Administration 
£1.68 PROFIT 

£5.00 to Distributor (£1.60 
Profit) 

£8.75 to Retailer 

I won't say where I gol those 
figures from, but they are 
about right. 

Now to start the moaning, 
I'll take each section one at a 
time. Firstly Production. You 
can't really argue here, this is 
simple fact that can not be 
changed (well not too much). 
Next the Royalties; now since 
most games are written by 
more than one person this 
has to be further split up, and 
also it should be remembered 
that the group may only 
produce two games a year so 
this cash has to fund the 
authors for the next six 
months. Across Europe a 16- 
bit title will sell 10,000 to 



100.000 copies (figures from 
same source as cash 
breakdown) but it has to be a 
real smash to top 50.000 (eg 
Falcon, Carrier Command or 
Turrican). Add the noughts on. 
divide it between the 
programming team, and again 
no fault is found. Now onto 
Marketing: since this supports 
magazines like ZZAP! the ads 
do the punter some indirect 
good, but this also is where 
the money for the stupid 
poster displays comes from. 
How many times have you 
walked into a computer shop 
and seen about 50 or so 
identical posters plastered on 
the wall in some pointless 
pattern? By dropping these, 
software houses could 
probably save a few quid. It 
wouldn't do an awful lot. I 
know, but it's a start. 
Administration also can't 
really be challenged, so 
straight onto Profit. This Is )ust 
a bit more than what the 
authors receive, and here you 
must consider that this is not 
actual profit that goes into Mr 
Ocean's BMW fund, this also 
has to pay for such things as 
icences (not driving licences 
for the BMW) and with coin- 
op/film/TV/toy robot 
conversations rife this is a 
massive bill. So. you may be 
thinking the answer is simply 
not to do conversions, but 
there is a reason that the 
conversions are made: simply 
because people buy them. A 
quick look at the Gallup chart 
proves this, and the games 
don't even have to be good 
(although it does help), a 
popular licence will nearly 
always chart, regardless of 
quality. After paying out huge 
cheques (£1,000,000 has 
been known to change hands 



for a licence) then the 
company still needs to pay for 
flopped games from this 
before finally making real 
actual and truthful profit. 
Really the amount of money 
made isn't too unrealistic. 

Next comes the Distributor, 
is he the one ripping us off? 
No. That's about all you can 
say here. It may seem simple 
enough to just remove this 
section entirely and get the 
Publishers to supply the 
Retailers directly, but sadly 
this wouldn't work. 
Warehousing and distributing 
accounts for £3.40 of the 
£24.95 and most retailers 
would have nowhere to put all 
the stock they'll ever need of 
every game, and the same is 
true of the Publishers. 

Finally I come to the £8.75 
the retailers collect, on the 
whole this is independent 



software shops — only 10% 
of software is bought in chain 
stores. However, even with 
just 10% of sales the £8.75 is 
largely due to the chain stores 
policy of every carpet tile has 
to make X amount of money 
or it starts selling something 
which does reach the target, 
and if the chain stores stop 
stocking games they also stop 
distributing them, and this 
damages independent shops 
so it is to their advantage not 
to undercut the chain stores 
by much. 

So after all that, who is to 
blame for the high prices? A 
few groups can take some 
blame: 

1 . The publishers. They must 
print about 5 trillion posters 
per game, which is a 
complete waste of money 
since they only appear in 
computer shops, and don't 
influence people in the 
slightest. 

2. The retailers. The amount 
they receive is 
understandable on a new 
computer, when there is a risk 
involved, but the fact that 
lower price = more sales 
should allow some reduction 
with the established 
computers. 

3. The public. Few people 
seem lo pay any attention 
whatsoever to the quality of a 
game; the bigger the licence 
the greater the sales The 
sooner people start buying the 
good games, the sooner 
publishers will stop buying 
licences in such huge 
quantities and the sooner 
prices can be dropped. 



• 1 . / sense a slight 
exaggeration there. But 
surely publishers wouldn't 
spend money on posters 
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Dear Lloyd 

Firstly, I would just like to say 
how utterly brill and original 
ZZAP! is 

My reason for writing to you 
is just to say how confused I 
am. For the past few months t 
have been considering 
whether or not to buy a disk 
drive as I quite fancy the idea 
of expanding my trusty C64. 
But my fellow C64 buddies 
said a drive is a waste of cash 
as disks take at least a minute 
to load, so it's best to stick to 
tapes, while othe r buddies 
recommend a drive. So what 
shall I do? Can you help me 
escape this confusion? 
Nicky Bvbb, Rhyl. 



• With more and more 
games being multiloads it 
makes sense to want to cut 
down on loading time. 
Disks are generally quite a 
bit faster loading than tapes 
(a lot faster if you've got a 
fastioad cartridge). Also, 
some games (especially 
complex adventures and 
RPGs) are only available on 
disk because they would be 
unworkable on tape. Of 
course cartridges offer 
instantaneous loading, with 
Ocean and System 3 
making pretty good use of 
the potential, but as yet 
carts haven't attracted 
widespread software house 
support whereas disks 
have. 
UN 
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By the way Megatape 15 is 
brill, well done! Oh no, my 
mum just saw the word crap! 
Jason Donnalola, 



Yo Lloyd 

Before I say what I want to 
say I must tell you that ZZAP! 
is a totally rad mag to read 
(yes I know, what a creep). 

Anyway I just want to say 
that I'm not too pleased about 
the screenshot of Turtles in 
Issue 71 In fact, the graphics 
are crap compared to the real 
C64 graphics and let's face it. 
C64 graphics are never that 
bad! Are they? 

So please could you tell me 
why screenshots for the C64 
don't usually look like the real 
thing? 

When my friends see these 
screenshots I get pretty 
embarrassed! 



unless the promotion they 
got from them was 
worthwhile, and in any case 
posters don't cost that 
much. 

2. Don't forget that a 
relatively high proportion of 
cassette/disk software is 
returned due to being 
faulty. This involves extra 
hassle and expense for the 
retailer. Being more reliable 
in this respect, C64 carts 
have a lower proportion of 
their price going to the 
retailer. But basically if you 
have a mass market 
product then it's got to go 
through multiples such as 
WH Smiths or Boots, If It 
does then it has to pay the 
standard percentage to 
them for the huge cost of 
operating on a high street 
with all the staff, business 
tax and suchlike which this 
entails. 

3. / don't really understand 
your point about licences. 
After all, licensed games 
generally retail for the same 
price as original ones, so 
would prices really drop If 
everyone stopped buying 
licences? I doubt it. Some 
publishers have already 
tried undercutting the 
•standard' prices, but the 
extra amount of sales 
generated tends to be 
outweighed by the loss of 
profit. This is probably 
because demand for a 
particular software title isn't 
that sensitive to price — ie 
if you Ve got your heart set 
on Intergalactic Anteaters 
From The Planet Spong. 
you're not going to buy 
something else just 
because it's a bit cheaper. 
Budget software is a 
different matter, relying on 
ultra-low prices to generate 



• What do you mean, they 
don't look like the real 
thing? ZZAPI's very proud 
of using photography 
rather than screen grabs 
which tend to look btocky 
and arttfidaL As for C64 
graphics never looking bad, 
I'm afraid there are always 
exceptions to the rule. 
However good the 
computer it can be made to 
look pathetic by poor 
graphic art — even the C64 
and Amiga. And in our 
opinion Turtles proves this 
on both machines! 
LM 



impulse purchases — but 
apart from some rereleases 
and the odd original 
masterpiece, its quality is 
generally low. It seems you 
get what you pay for after 
all — and if you don't, it's 
your own fault for not 
reading the reviews in 
ZZAPI first! But thanks for 
sending in your cost break 
down, I'm not certain about 
all your figures (10% seems 
extremely low for the 
proportion of software sold 
through multiples) but at 
least it emphasises how 
surprisingly little goes to 
the programmer. 
LM 




CARTRIDGE 



Yo Lloyd 

You and the ZZAP! dudes 
said you can't crack 'n' copy 
cartridge games! Well, the 
bad news (or good) is that I've 
got the disk version of 
Shadow Of The Beast here. It 
has been cracked by some 
dude called Legend It works 
OK, but every time there's a 
message on the screen, 
there's another load. 

So it's a faery tale that 
cartridge games are 
uncrackable. Don't believe 
me? I'll send you a copy of 
the game, if you like! Well, 
that was today's wise lessonl 
Keep up the good work! 




PS. Say hi to Jurrien for me. 

Bye. 

Dear Lloyd 

I think your claim about tapes 
being unsafe to store data is 
indeed true (they aren't to be 
trusted)! But what about the 
cartridges? Cartridges 
definitely aren't any better 
against piracy! Many elite 
hacking groups have already 
developed their system to 
crack cartridges! Soon more 
good hacker groups will 
follow! Here you have three 
examples of cart cracks: SCI 
(by Legend), RoboCop II (by 
Ecstasy) and Hugo (? - LM) 
(by Dominators). Loading is 
faster on cart, but that doesn't 
mean it cannot be cracked! 
Sformlord/WOW! 

Yo ZZAP! Rrappers 
Hi there, this letter comes to 
you from thousands of miles 
away, Greece! So I hope that 
you'll print it (please...). OK! 
I'd like to say that ZZAP! is 
great and it's worth the money 
I spend every month. And 
now... it's question time: 

1 . Why did Ocean and other 
companies decide to release 
games on cartridges? To 
make more money? I'm sorry 
to say this, but I know that 
Robocop II. SCI (Chase HQ 
II) could be released on disk!! 
In Issue 70, you said that 
'carts are virtually impossible 
to pirate'. I still cannot believe 
what I saw; Shadow Of The 
Beast on disk!!! Unfortunately 
nothing can stop piracy. 

I think that the only 
advantage the cart has is 
speed. Anyway, the point is 
that the companies CAN 
release these games on disk 
Many guys have money 
problems. Why don't these 
companies think of them? 

2. Would you mind telling me 
the best C64 flight sim and if 
there are plans for a new 
one? (On cartridge maybe?) 

3. Are there any plans for a 
C64 soccer game (cartridge 
only)? 

4. May I send some scores 
to the Scorelord? (It's the first 
time I write a letter to ZZAP!) 

Well, that's all for now. 
Keep up the good work and 
remember... ZZAP! is Ihe C64 
owner's magazine! 
Jim G Athem, Greece 
PS Please forgive possible 
spelling mistakes (I'm a 
Greek, remember?). 

• Although the C64 was 
originally released with 
cartridge software, the 
recent revival of interest in 
the cartridge format hasn't 
given software houses that 
much time to develop 
games for it. Some cart 
releases such as 



Vindicators are a single 
load and would've worked 
perfectly on tape, other 
such as Shadow Of The 
Beast have so much 
memory accessing that I 
can't seethe point of 
pirating it All right you may 
have the code there, but it's 
not much fun to play 
(remember that?). 
Nevertheless they do make 
commercial piracy very 
difficult, replicating a cart is 
too expensive for most 
such pirates. If the game 
can be easily put on tape, 
then the software house 
isn't properly exploiting the 
medium. I just hope people 
don't buy Shadow on disk 
thinking that's the proper 
version. 

As for your other questions, 
Jim: 

2. Robin reckons 
MicroProse's Project: 
Stealth Fighter is the best 
C64 flight sim and has 
heard rumours of its 
conversion to cartridge. 
MicroProse have also 
produced an excellent sim 
of the Apache helicopter 
called Gunship. For the 
future there's a possibility 
Mirrorsoft might do a 
cartridge-only version of 
Falcon, currently the 
Amiga's most realistic 
combat jet sim. 

3. Yes, the cartridge 
version of* Kick Off 2 Is due 
for an Easter release and is 
promised to be completely 
different from the previous 
cassette/disk version. 

4. Of course, send those 
scores in. 




SUGGESTIONS 

Dear Lloyd 

I've been a C64 owner for 
nigh on eight years now, and I 
have a few queries and 
suggestions for you. 
1 . The new look' in ZZAP! 
64 sometime in the 40s didn't 
do much for me. I know it's a 
long way back now, but I think 
any rereleases should be 
reviewed in the way that all 
budget games are reviewed. 
You should go back to the old 
system of reviewing original 
budget games as full-price 
games (except with only half a 
page devoted to them, of 
course). 
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2. You should, in my opinion, 
review all games no matter 
how chronic they are. You 
are, of course, in the business 
of telling us what would be 
best for us to purchase. But, I 
also feel that it is a necessity 
for you to tell us what not to 
buy as well. Maybe just a 
round-up, so that we know 
which games to steer clear of. 

3. Let s have another 
reviewer profile. Not just 
because we're interested in 
the people behind the 
reviews, but also so we can 
find out what type of computer 
games they particularly like 
(although we already know to 
a certain extent). And what 
does Stuart Wynne look like? 
Obviously his reviewer face 
bears a resemblance to him. 
but we don't get many 
pictures from inside Stalag 
ZZAPI any more. 

4. If you can't organise the 
reader challenges very easily, 
why not organise a challenge 
between ZZAP!. CRASH, and 
RAZE? It would make good 
reading, especially as ZZAP! 
slashed CRASH in '89! 

5. Having read some '86-'88 
CRASHes recently. I thought 
that you could implement a 
couple of their features in 
ZZAP! now. For instance, the 
CRASH History . How about 
a 'ZZAP! History' in the same 
vein? Also, your letters 
section in CRASH was about 
5 or 6 pages long then — 
small is beautiful, you could 
say, but I'd like to see a 
slightly longer Rrap. 

6. Nice cover on Issue 71. 
(Pervert!, I hear you cry) I 
wonder how Oli knew where 
to put all the details in...? 

7. The ZZAP! Megatape is 
very good now. About how 
much does a demo or game 
cost to put on the cover? It 
would be nice to see an 
original game on the cover, 
but I would expect that to cost 
much more. 

8. About software... 

(i) Will there be a Wizball //? 

(ii) Will there be a Shoot Em 
Up Construction Kit sequel? It 
would be nice to see an 
option for horizontal scrolling 
and weapons. And what about 
a few more construction kits, 
for beat-'em-ups, and 
suchlike? (By the way. yes I 
do like Sensible Software!) 

(iii) Originality is very rare in 
games these days. Is 
Dragonstnke original? No. 3-D 
zappers are as old as the 
hills. What about Wetitris? 
There are masses of puzzle 
games like this now. If people 
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are not going to produce 
original games these days, 
why not amalgamate several 
styles of game into one, such 
as in Turrican in Original-ish 
games like 

SpeedballiSpeedball II do well 
these days, you might notice. 
Batman — The Caped 
Crusader, Wizball, The 
Untouchables and The Last 
Ninja (when it was first 
released!) are all good 
examples of the above. (I'm 
not saying that Annalyte. 
Salamander and Zybex are 
bad, though!) 

Anyway, I think you've 
suffered enough, so the letter 
ends here Bye! 
lain Stannard, 
Gosport, Hants. 

• 1 . Mfe feel the current 
system works well, and if a 
budget game's particularly 
good it gets more space 
anyway. 

2. We try to cover every 
game, but sometimes we 
just don't have the space. 
C64 games in particular are 
almost always put in, and 
look at Dick Tracy this 
issue/ As for doing a round- 
up of games too poor to be 
reviewed, it seems unfair to 
give a game a very poor 
mark without explaining 
why We could simply list 
all the games we've seen of 
course, but not all games 
unreviewed are poor. 
Sometimes a reasonable 
Amiga reviewed is delayed 
because we haven't much 
space, so we leave it to the 
next issue to review it with 
the C64 game. Nevertheless 
I understand your opinion 
perfectly and sympathize, if 
we find a diplomatic way of 
getting around the problem 
we'll do it 

3. We might print a few 
facts about the reviewers 
but, believe me, you really 
wouldn't want to see 
photos of the Edl 

4. Another inter-magazine 
challenge sounds a great 
idea — all we have to do is 
convince the other 
(cowardly) mags who must 
realize they have no 
chancel 

5. We'd all like a longer 
one, lain, but it's a hard job 
to get itl 

6. You should see some of 
his paintings in FEARI 

7. Future Megatapes 
should feature some 
original games written by 
ZZAPI readers. 

8. Iii Wizkid (Wizball II) is 
planned on the Amiga, but 
Ocean haven't yet 
confirmed whether there'll 
be a C64 version. 

(ii) Sensible have plans for 
aSEUCK sequel, but as yet 



It's also unconfirmed. 
(Hi) I think you're wrong to 
say Welltris is unoriginal 
simply because there are 
lots of other puzzle games. 
Most games fall into one 
category or another but it 
doesn 't mean they lack 
originality. Welltris had 
some original touches 
which meant it had a unique 
feel, unlike say Supercars. 
LM 




AXE TO 



Dear ZZAP! 

Yo! Lloyd how are you? 
OK? is the prison food any 
good? No? arrrwell it's just the 
way it goes. Before anyone 
reading this thinks. Oh my 
God it's going to be a 



question answered by 
numbers job', it ain't. I would 
just likle (likle?). sorry I mean 
tike (that's better) to say a few 
things. First of all it is about 
Golden crumb steacks (or is 
that stecks or staks or 
something like that). No sorry, 
Golden Axe. 'Hark.' I hear you 
cry, well no. After reading your 
review of it I got the cash and 
bought it (however clever of 
me) Within two weeks of 
buying it I completed it... and 
before anyone thinks. 'Yes, 
but you go on your C64 all the 
time', they're wrong — I am 
only allowed on the computer 
about 3-4 times a week in 1 
1/2 hour bursts so that 
dribbles on that idea. I also 
completed Golden Axe before 
I knew about the cheat. But 
now you may think. 'He is a 
liar' (you think a lot. don't 
you?). I am not (aren't I 
honest?). Well this is howl 
will prove it: 

1 - The ending (on tape, 
anyway) is not arcade-perfect. 
2. The music is cool. 



THE 

WIZARD 
OFOZ? 

Dear Lloyd 

Hello again from down under! 
I suppose that you're thinking, 
Oh no. it's Kytie again'* well 
it's not but you had belter 
listen very carefully to what I 
have to say. anyway.... 

To Ihe mystery of who killed 
Stu Wynne (he is dead, you 
know I know that it doesn't 
show, but he is. .), I must tell 
you my side. It was not Ihe 
Snorelord, for he is too much 
of a wimp. It was me, for I am 
none other than ihe world's 
first {and so far, only) 
telekinetic psychopath. 

That's nght! I killed Stu 
without having to go beyond 
the gates of the institute for 
the terminally weird (Jeff 
Minter is here too!) Now, if 
you don't respond to my 
demands within two weeks of 
the above date, the rest of the 
staff of ZZAP! will suffer the 
same, miserable fate! My 
demands are as follows; 
1 ■ A reply to this letter. 
2. A copy of a Maniacs Of 
Noise music routine on 
cassette and some 
instructions on how to use (t 
3* A copy of every game 
associated with the Maniacs. 
4. A framed autographed 
photo of Jeroen and Charles 
5- An autographed copy of 
Creatures. 

And if my demands are not 
carried out. this is what will 
happen: 
I will — 

l.Kill Stu Wynne (again) 
2* Return Blodwyn's eyesight 



(I can hear Robin screaming 
with terror already). 

3. Put even more weight on 
Phil 

4. Remove the Snorelord's 
facial armour (yuck). 

5. Cause what's left of Robin 
and Wozza's hair to fall out. 
6* Remove the supply of holy 
water that keeps the film 
planning department at bay 
7. Show you what happens 
to your underwear when your 
supply of bleach is cut off.... 

Now all that is said and 
done, perhaps you could 
answer these questions for 
me 

I . What conversion is Chris 
Butler doing this year? 
3. Why did Jeff Minter 
suddenly stop writing games 
on the C64 instead of 
gradually phasing out as he 
promised a few months 
beforehand? 
3. Are Chris Butler and 
Simon Butler related, as they 
seem to have very similar 
graphic styles? 

I thank you deeply and 
wholeheartedly for your time 
and generosity 
Kristopher Roebuck, 
Western Australia. 
PS. Tell the Sborelord that he 
can make a wonderful cocktail 
by mixing together bleach and 
paint-stnpper (shaken, but not 
stirred). 

• Give in to your 
demands? Never, Now if 
you'd threatened to sing 
HkeKylie.J 

1. He's doing 
Turbocharged, a race game 
for System 3. 

2. That's one of the great 
mysteries of the universe, 

3. Not as far as we know, 
LM 



- 
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3* It says playtesting by R 
Hogg & Wayne & other 
So, is this the same R Hogg 
as in ZZup (ZZup, ZZip, 
whatever)? 

Also (a bit of showing off 
here) I completed it second 
time round losing only two 
{yes, two) lives out of the 
original 5! I lost one at the 
jump from the broken bridge 
and one at the skeletons 

I killed Death Adder without 
him even touching me (hard 
dude or what?). Now I have 
finished that bit of slagging off 
of Go/den Axe for its 
easyness (sorry easiness, 
whatever) I would like to point 
one thing out: what happened 
to the Amiga TurriCBn II 
review? — one page! I don't 
own an Amiga but I still read 
the reviews to have a basic 
idea il a C64 version will 
come out and if so what the 
background is about etc. 
Anyway I must go now so I 
will read you later (my letter in 
your mag — hint) Must go 
Paul DlsUy, 
Derbyshire. 

• Yes, R Hogg is our very 
own Robin. The other 
names should be S Wynne 
and Peking — / wonder who 
they could be?! It may be 
you've got some wonderful 
tactic for defeating every 
monster which we haven't 
found (always a problem 
with beat-'em-ups), maybe 
you could tell us how you 
did it Nevertheless we still 
don't think it's too easy, 
and a lot of people who 
claim to have beaten it have 
had bugged copies lacking 
level five and Death Adder 



IN A DAY 

Dear ZZAP! 

I wish to complain about the 
review of my game The Argon 
Factor in Issue 71*s Think 
Tank. The complaint is based 
on certain implications put 
forward by the reviewer. 

Firstly it is statea tMt the 
player is dragged by the 
scruff of the neck around 
every location'. There are 
roughly 100 locations, most of 
which allow the player 
reasonable freedom of choice. 

Secondly the subject of too 
many sudden deaths. This 
adventure is not meant to be 
easily solved and the utmost 
logic has been used to good 
effect A sudden death will 
only occur where a player has 
failed to follow a designated 
path, or has been unable to 
solve the immediate problem. 
To my knowledge there are no 



random deaths anywhere in 
the adventure. As for dropping 
a light source on a dark planet 
(comment is superfluous) I 
can understand, however, the 
reviewer's comment on this 
minor point, although you are 
told quite clearly when the 
light source is no longer 
necessary. (WELL LIT LAB.) 

I wonder what the reviewer 
would have thought of Eureka 
which was a five-part multi- 
scale adventure which had 
many sudden deaths with NO 
SAVE FACILITY anywhere in 
the program It did. however 
carry a large prize- 

My main concern, however, 
is the implication that the 
whole adventure is poorly 
constructed. The reviewer 
starts off by saying no sooner 
did I cry out for adventures 
written using GAC+ when 
Tony Rome drops The Argon 
Factor on my desk* etc. Does 
he/she realize the difficulties 
involved using a package 
adventure creator? 

I have spent five years 
perfecting a solid system 
using GAC and I challenge 
anyone to match the effects, 
especially the animated 
sequences which occasionally 
occur during the game! Also 
anyone who uses GAC will 
notice I have used a small 
program to slop the cursor 
moving down when nothing is 
typed in and the player 
presses the return key. I have 
also included many different 
responses to unsuccessful 
attempts so that the player is 
not bored. I have paid great 
attention to spelling, 
punctuation, graphic detail 
and general presentation 
None of these items has been 
mentioned at all by the 
reviewer! (Why not?) If they 
were poor I suspect he/she 
would certainly have 
mentioned it! In conclusion I 
suggest that the reviewer has 
not bothered to venture 
beyond the first few locations. 
Only then does the plot unfold 
and it is certainly not 'linear' 
Therefore is it possible to get 
a second opinion on my 
adventure which is not based 
on the first few locations but 
on the complete article which 
has more than 100 puzzles to 
solve, time travel sequences 
and a final countdown to add 
effect!? 

If I am too self-indulgent I 
apologise but it is my 
reputation as a writer that is at 
stake here. 

Tony Rome, Edgbaston. 
Birmingham. 

• The best person to 
respond to your criticism is 
the reviewer In question, 
Boris Myashirov. So here 
he /s„. 



BORIS: Okay Tony, let's take 
your letter a point at a time, 
L I stick by my criticism. Yes, 
the GAC and the limited 
memory of the Commie 
doesn't help but neither does 
your rigid design. There were 
many occasions when the 
game killed me off for daring 
to wander from the 
predestined path. 

2. You have just contradicted 
your awn criticism noted in 
point one! So you admit that 
sudden death comes lo those 
who wander from the 
'designated path'! I don't call 
this logical' or really 
necessary. It may make for a 
tough challenge in getting the 
code for entering the thousand 
pound lottery, but it doesn't 
necessarily make for a really 
enjoyable game. 

3. As to my opinion of Eureka, 
well how about 'prehistoric 
monstrosity'? 

4. My comment that you 
supplied the GAC+ adventure 
to me straight after my appeal 
for adventures was not a 
criticism. I merely voiced my 
pleasant surprise that 
someone had heeded my call 
so quickly. 

5. res, me game contains 
many nke effects. However, 
nice graphics and effects 
maketh not a good adventure! 
There are many more 
important factors making up a 
decent adventure. I felt I had 
an obligation to warn our 
readers that your adventure 
lacked sufficient quality in 
many of these areas. Hence, a 
lock of room for the mention 
of fancy special effects. 

6. 1 resent the accusation that I 
did not venture 'beyond the 
first few locations'. This is a 
typical knee-jerk reaction of 
an adventure author who, 
obviously, cannot bear to see 
his baby lie adventure) 
criticized. 



Well, thanks for that reply 
Boris. After all the heat of 
debate, I think it's worth 
reminding people of the 
original review in Issue 71, 
where The Argon Factor got 
61% overall and Boris 
commented that despite its 
drawbacks the game 'is still 
playable, especially to any 
text/graphic fans out there.' 
Mr Rome might feel that 



with the overall mark more 
attention to the good points 
might have been nice, 
however in the limited 
space it isn't always 
possible to cover 
everything, and Boris 
clearly felt the sudden 
death problem was the 
central aspect of the game 
for him. Just recently Mr 
Rome told me he was at 
least changing one problem 
mentioned in the review — 
where dropping a light- 
emitting crystal plunged a 
room into darkness — and 
as a recent ad announced 
the game's price has been 
set at £9.99 for cassette and 
£11.99 for disk. The prizes 
on offer include an Amiga, 
colour monitor, colour 
printer, some Diamond 
Bytes software, five copies 
of GAC* and a free Tony 
Rome game for everyone 
who solves The Argon 
Factor. We're always 
pleased to discuss game 
marks in the Rrap, and 
although we stand by this 
one, we'e certainly 
interested if any readers 
who've played the game 
would like to write in. To me 
Argon appeared rather 
frustrating as an adventure, 
but not too bad as a nicely 
presented lottery puzzle 
game. 



As for your other questions, 
Jim: 

2. Robin reckons 
MicroProse's Project: 
Stealth Fighter is the best 
C64 flight sim and has 
heard rumours of its 
conversion to cartridge. 
MicroProse have also 
produced an excellent sim 
of the Apache helicopter 
called Gunship. For the 
future there's a possibility 
Mirrorsoft might do a 
cartridge-only version of 
Falcon, currently the 
Amiga's most realistic 
combat jet sim. 

3. Y*es, the cartridge 
version of" Kick Off 2 is due 
for an Easter release and is 
promised to be completely 
different from the previous 
cassette/disk version. 

4. Of course, send those 
scores in. 



★ There's no use denying it, I know who you are. And if a 
certain *Mr Plum 1 sends me any more pervy pictures... 
I'd be extremely grateful! But can you be a bit more 
discreet? — Granny opened your letter, mistook the 
pics for classical paintings and hung them up on the living room 
wall. It was especially embarrassing when she pointed them out 
to the vicar Granny still can't understand why she's been banned 
from hymn practice. 

Send your brown paper packages to Newsfield, Mr Lloyd Smith, 
ZZAP! Rrap, Temeside, Ludlow, Shropshire SY8 1JW. 
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MEGATAPE 




INTRODUCTION 

Deep beneath Ihe Atlantic 
Ocean, where the earth's crust is 
thinnest, lies the Titan power 
station. This massive, automated 
complex draws energy direct 
from the earth's core to (eed the 
world's industrial nations. It's also 
the target (or a crank terror 
organisation called (he Robot 
Liberation Front. The RLF intend 
to sabotage the Titan's 
computers to trigger a massive 
earthquake The computers will 
be destroyed, tidal waves will 
swamp the atlantic coasts of 
America and Europe, and an 
energy crisis will paralyse the 
industrial nations. The game 
opens on the day the RLF 
sabotage the Titan complex — 
Quake minus one. 

OBJECTIVE A MISSION 



Government scientists have 
managed to re-establish 
communications with one of the 
computers which control Titan — 
The Hermes. Your mission is to 
capture or destroy the four 
remaining Titan computers: Zeus, 
Poseidon, Vulcan and Ares. Less 
than ten hours remains before 
the earthquake. Beware, the 
other Titans may attempt to 
recapture or destroy the Hermes 
(if that happens your mission wilt 



fail). Finally, the scientists have 
managed to patch in a facility to 
interrupt the real-time operation 
of the complex: INTERRUPT 
TIME This facility operates 
during COMMAND MODE, but 
be sparing in its use. Total 
interrupt time is. our experts 
estimate, just one hour. 



1. Fuel Gauge 

Lack of fuel renders a mobile 
static. 

2. Energy Gauge 

Your weapons require energy to 
function. 

3. Real-Time Clock 

During INTERRUPT-TIME the 
clock stops. 

4. Interrupt Clock 

Blue dots = Interrupt time 
available 

Red dots = Interrupt time used. 

5. System Keys 

The four systems are: Engines. 
Pumps (for refuelling & re- 
energizing). Communications (for 
target location & warning klaxon), 
and Emergency Repair. If the 
icon is moving the system is 
functioning, if static then the 
system is damaged. If there's no 
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icon the system has been 
destroyed. 

6. Weapons Panel 

Indicates weapons available on 
mobile. 

7. Mop 

Shows roads and junctions of the 
complex. Junctions controlled by 
you appear as white dots. 
Renegade junctions appear as 
black dots. A compass indicates 
your current position. 

8. Keyboard 

Enables you to control the 
mobile's functions 

CONTROLLING MOBILES 

Quake is controlled purely by 
icons and joystick. Commands 
are simply issued by moving the 
joystick cursor over the required 



.'con (there's no need to press fire 
.o activate the icon). The 
'keyboard' displays a different 
menu of icons according to the 
mode you're in. The descriptions 
below explain how you can move 
from one mode to other modes. 
Usefully, various modes are 
signified by different coloured 
joysticks on the 'keyboard', 
clicking on these takes you to the 
relevant mode. 

White: Transition Mode. 

Red: Weapons Mode. 

Green: Static Mode. 

Purple: Junction Mode. 

Blue: Repair Mode. 

NB: Mobiles cannot move 
through one another, not even 
friendly ones. This means 
occasionally you have to shuffle 
mobiles along the roads to make 
a clear route for a mobile 
carrying with the equipment you 
need <ie an ionic disrupter). 



Transition Mode (White) 

Accessed automatically when 
you take command of a mobile 
on the open road, or stop dunng 
THRUST MODE You can select 
forward or back, the mobile will 
then move off along the road and 
switch to THRUST MODE. The 
remaining icons enable you to 
select STATIC or WEAPONS 



FORWARD 




STATK MOOf 



Thrust Mode 

Accessed when a mobile moves 
along a road. You can select 
stop, reverse direction or activate 
a weapon. Direction keys are 
green when activated, red when 



not. Weapons keys are yellow 
when activated, blue when not 
and red when they require 
rearming 



FORWARD 



STOP 



BACKWARD 



WEAPON 


WEAPON 


WEAPON 






WEAPON 


WEAPON 


WEAPON 


WEAPON 
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Statk Mode (Green) 

Accessed when a mobile is 
stationary You can rotate the 
mobile to the left or right, stop 
rotation, refuel, energize or enter 
REPAIR MODE. You can also 
access THRUST MODE or 
WEAPON MODE When you 
select refuel or energize, all 
weapons, except shields are 
deactivated. A special cursor 
appears in the view screen. 
Move the cursor over the 



required installation. Refuelling or 
energizing takes place 
automatically 

NB: Rather than going down a 
road, stopping and then refuelling 
you can select the refuel icon 
before going down the road, then 
when you go forward the mobile 
will automatically stop at the fuel 
tank and refuel. This technique 
also works for energizing 
weapons. 



THRUST MODE 








WEAPONS 




MODE 





ROTATE LEFT 


STOP ROTATION 


ROTATE RIGHT 








REFUEL 


ENERGIZE 


REPAIR MODE 



Weapons Mode (Red) 

Accessed only from STATIC or 
JUNCTION MODE. You can 
select THRUST MODE or 
STATIC MODE (if you are on a 



road) or JUNCTION MODE or 
REPAIR MODE (if you are at a 
junction). 



THRUST MODE/ 
JUNCTION MODE 



STATIC MODE/ 
R I PAIR MODE 



WEAPON 


WEAPON 


WEAPON 







WEAPON 


1 

WEAPON 


WEAPON 


WEAPON 



Junction Mode (Purple) 

Can only be accessed at 
junctions Move the cursor over 
direction an-ow. The mobile will 
turn to face the new direction. 



When it's stationary select 
forward and switch to THRUST 
MODE. You can also select 
WEAPONS MOOE. 



FORWARD 



WEAPONS 
MODE 





\ 

TURN 


TURN 








TURN 

/ 


TURN 

1 


TURN 

X 



Repair Mode (Blue) 

Accessed from STATIC or 
WEAPONS MODE (at a 
junction). In this mode the cursor 
jumps to the cluster of icons left 
ol the realtime clock. A damaged 
system shows as a stationary 
icon. Select the icon and press 
the fire button, the system is 
repaired and the cursor returns to 
the normal keyboard. You can 
start repairs anywhere, however 
the repair system itself cannot be 
repaired unless you dock at a 
factory. Most weapons are also 
repaired at factories. 



MOTORS 


PUMPS 


COMMUNICATIONS 


REPAIR 





Command Mode 

Accessed in any mode simply by 
moving the cursor off the left- 
hand edge of the keyboard 
COMMAND MODE creates a 
cursor on the strategic map and 
fills the view screen with a 
magnified portion of the complex. 
This magnified map shows the 
mobiles under your control in 
white and renegade mobiles in 
black. Move the cursor over the 
mobile of your choice. The 
screen will change to show the 
control panel of the chosen 
mobile and a new section of 
magnified map To gain control of 
the mobile press the fire button. 
You will leave COMMAND MODE 
and enter TRANSITION MODE. 

When you access COMMAND 
MODE you will also activate 
INTERRUPT TIME. At this point 
the real-time clock will freeze and 
the entire complex will become 
Inactive. However, you only have 
a limited amount of INTERRUPT 
TIME. When it is exhausted the 




renegades will continue their 
operations while you are in 
COMMAND MODE. A counter 
above the real-time clock 
displays INTERRUPT TIME 
available. 

NB: Accessing Command 
Mode when the klaxon sounds 
automatically jumps you to the 
mobile in trouble (see below). 
Although occasionally confusing 
this is often extremely useful, and 
in any case Interrupt Time means 
the game is paused if you want 
to ignore the emergency and 
move the map to a different 
mobile. 
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Emergency Command Mode 

When your forces come under 
renegade attack a klaxon will 
sound and a warning cursor 
flashes on the strategic map. At 

your^wrl operas or^ocess 



COMMAND MODE. If you selecl 
COMMAND MODE the 
command cursor will jump 
automatically to the endangered 
mobile. Press the fire button to 
access the mobile. 



THE WEAPONS 



Each mobile carries a unique 
selection of weapons The 
weapons PANEL displays all 
weapons carried. The weapons 
KEYBOARD shows which are in 
working order. You can activate 
one offensive weapon and one or 
two defensive weapons at a time. 
Weapons keys are colour coded 
as follows: 
Yellow = weapon activated 
Blue = weapon deactivated 
Rod = weapon requires re- 
aiming at a junction 
Blank = weapon damaged 



Using Weapons In Thrust Mode 

Mobiles move at great speeds 
and require battle computers to 
aim their weapons. During 
THRUST MODE the weapons 
sight will move of its own accord. 
When a target is located a siren 
will sound and the sights will 
flash. Press the fire button at this 
time to fire the activated 
weapons. 



Using Weapons In Static Mode 

During this mode you can aim 
the weapons sight manually. 
Move the sights over the target 
and the siren will sound when 
you are locked-on. Press the fire 
button Remember, you can only 
fire when you have stopped 
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Mines 

Can be dropped dropped at any 
time on a road during forward or 
backward motion. Do not drop 
when static. Does not need to be 
aimed 




Torpedo 

Long-range, straight-line 
weapon. Useful for clearing 
roadways 




Loser 

A medium-range weapon. Tends 
to disable rather than destroy. 




Missile Pod 

Launches rapid fire, short-range 
missiles. Useful aqainst 
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Fireball Gun 

A light rapid-fire weapons useful 
(or area fire. 




Ionic Blaster 

Neutralises the command 
circuitry of renegade installations. 
Use this weapon to capture 
Command posts. 




Shock Shield 

Protects against collision and 
impact weapons. 




Plasma Shield 

Protects against shock weapons 
like blasters and fireballs. 

THI TITANS 

Titan's five command centres all 
have their own unique 
appearance, functions and 
mobiles. 





He f RMS /vAobilt? 

The only Titan you control at the 
sort of the mission. 
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Zeus 




Zeus Mobile 

he command computer 
irecting renegade stratet 



r oseiaon moo lie 

The defence computer 




Vulcan 




Vulcan Mobile 

Monitors installation's operation. 





Ares 

The attack computer. Reacts to 
your intrusion and develops 
counter attacks. 

Titans are located at junctions 
and may be captured or 
destroyed. Each has its own fleet 
of mobiles. Destroy a Titan and 
its mobiles become inactive (and 
may block roads). Capture a 
Titan and you gain control of its 
mobiles! 

QUAKE INSTALLATIONS 

The Roods 

If you control a road it shows up 
as yellow on both the view 
screen and map. If it's under 
renegade control the road 
appears as orange. 

Own Junction 




Renegade Junction 
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Junctions 

Enable you to switch from road to 
road. Renegade junctions have 
black doorways and must be 
captured. Destroy any mobiles 
protecting it then use IONIC 
BLASTER to capture junction 
Now you can move through it to 
other roads. 



r i 

Control Tower 



Control road sections. Capture 
them using the IONIC BLASTER, 
then you control the road section 
and its installations. 



Fuel Tank 




Energizer 

Fuel Tank And Energizer 

Get as close as possible before 
you attempt to refuel or energize. 




Factory 

Stop next to a factory and enter 
REPAIR MODE. The mobile and 
its weapons will be repaired, but 
it takes time. 



Rocks 

May block roads. Not all 
weapons can blast them away 




Quake Suppressor 

Controls earth tremors so don't 
harm them! Destroy one and the 
real-time clock jumps closer to 
zero hour. 




Cooling Dome 

Devastate surrounding 
installations if destroyed. 




Rig 

Have some fire-power Beware. 




Conducting Column 

Neutralises the effect of IONIC 
BLASTERS. Your own or the 
renegades — depending on who 
owns the road. 



Bunker 

Heavily armed and very difficult 
to destroy 




Sonar Beacons 

Sensors linked to the Titans. 
Beacons on your roads will warn 
you of a renegade attack. 
Renegade beacons will trigger 
ambushes. 




Magnetron 

Renegade-controlled magnetrons 
will sap your weapons energy 
and possibly damage your 
mobile. 



DESIGN. By Mike Singleton and 
Warren Foulkes. 

The unauthorised copying, hiring, 
lending, publishing in printed 
form or broadcasting of the 
cassette, disc, or documentation 
is prohibited. 

1986 Mike Singleton. All rights 
reserved. 
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ORION 

• (Hewson) 



SCENARIO 

A long lime ago in a galaxy far. 
far away... 



On Title Screen: 

F1 — One player, one joystick, 
either port 

F2 — Two players, sharing one 

joystick, either port. 

F3 — Two players, two joysticks. 

player one in port one 

F5 — Music volume louder. 

F6 — Music volume quieter. 

During Game: 

Joystick only. 

Pause = RUN/STOP (press fire 
to restart) 

Quit = CLR/HOME (when in 
pause mode) 

OVERALL OBJECTIVE 

The objective is to collect 
chemicals that form specific 
formulae to save the 
constellation of Orion. This is 
achieved by destroying a certain 
type of enemy stormtrooper. 
which drop the chemicals they 
are carrying (if any) 

MISSION ID ENTRY 

At the start of each game, each 
player must enter their ID. 

If a player has a sufficiently good 
score this ID is entered into the 
high scores. 

PLANET SELECTION 

The planet selection screen gives 
information relating to each 
planet. The current formula is 
also shown as a chemical 
formula and its more common 
name. 

To select each planet move the 
joystick either up or down. To see 
the information about each planet 
move the joystick either left or 
right. To return to the planet 
selection screen move the 
joystick in any direction. 

Once a planet has been 
selected press the fire button to 
beam down. 



PLANET LAYOUT 

There are four planets that can 
be visited — Aunga, Ara, 
Regulus and Deimos. Each 
planet is populated by enemy 
stormtroopers which visit the 
planets in order to collect the 
same chemicals as you. In 
addition to these are the 
unfnendly inhabitants of each 
planet. 

Each planet has varying 
radiation levels — the lower the 
radiation, the denser the 
population. Each planet has four 
zones which may be visited. The 
awareness of the enemy 
decreases as the distance from 
the beam-in position increases 
The overall enemy awareness 
increases depending on the 
planet. Auriga has the lowest and 
Deimos the highest. The 
indicator on the status panel 
shows the current level. 

STATUS PANEL 

At the top left is the current 
player ID followed by a list of 5 
chemical letters indicating which 
of the five chemicals are still 
required. If all the chemicals 
have been collected, a BEAM 
OUT message will be displayed 
instead. 

The top-right area is reserved 
for indicating how many bombs 
have been collected, up to a 
maximum of eight 

The second line consists of a 
shield indicator, and next to this a 
flashing radiation indicator. This 
flashes faster as the radiation 
increases. If the shield energy 
gets too low it will start to flash, 
accompanied by a warning 
sound. 

The bottom line of the status 
panel shows the number of men 
left and the score. 



GAME PLAY 

Each player is shown the planel 
name, average population, 
radiation and the amount of each 
chemical on the planet. You are 
beamed down to one of the 
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beam-out points (some planets 
have more than one). Your task 
is to destroy as many 
stormtroopers as possible and 
pick up any chemicals they drop 
when shot. These chemicals will 
stay on screen for a limited time 
only. Neither chemicals or bombs 
can be picked up until they have 
bounced at least once — this 
enables you to avoid picking 
them up if you are very close to 
the alien they were dropped by 

It is important to only pick up 
chemicals that are required to 
complete the current formula, 
since picking up more than one 
in the early stages will make the 
later levels harder to complete. If 
you get killed or beam out you 
will be returned to the planet 
selection screen. 

To pick up chemicals and 
bonuses walk through them. 
When picking up chemicals an 
energy bomb is given. Energy is 



replenished at the start of each 
formula, but can also be gamed 
by shooting certain aliens which 
mutate into energy balls and are 
collected by walking through 
them. 

A bonus is given for each 
formula completed. 

TWO-PLAYER MODES 

In either of the two-player modes 
players play alternately and 
independently, swapping when a 
stormtrooper is killed. The 
chemicals are available for both 
players, so co-operation will 
ensure easier chemical collection 
on later formulae 

CREDITS 

Program designed and 
programmed by Gary J Foreman. 

"c Graftgold Ltd 1988 and © 
Hewson Consultants Ltd 1988 




You are the SLAYER, you deal in 
death It's you or them, so go out 
there and kick some butts — 
before they frazzle yours with 
their photon lasers. 



On Title Screen: 

F1 — Number of players. 
F3 — Number of joysticks 
F5 — See high scores. 



During Game: 

Joystick only with usual controls 



Your aim is to try and destroy 
everything that gets in your way 
and if it won't die then avoid it or 
you'll be the one doing the dying 
Along the way there are energy 
pods to help you on your 
mission, these either give you 
extra firepower or act as smart 
bombs. 

Good Luck! (You'll need it!) 



Program designed and 
programmed by Imperial 
Designs. 

Produced by Paul Chamberlain 
Hewson Consultants Ltd 1988 



CJ'S MUSIC DEMO 

0 (Ashley Hogg) 



He may be the lightest elephant 
on his feet, but CJ made a 
massive impact on the reviewers 
in the last issue. In the Silver 
Medal-winning CJ's Elephant 
Antics, CJ and optional friend 
escape from the circus and set 
out on a massive journey through 
frog-filled France, over the Alps 
(who needs Hannibal?!) to snowy 
Switzerland (complete with 
snowball-throwing snowmen!), 
then somehow across to the 
mummy-infested Egyptian 
Pyramids and finally to CJ's 
jungle home. 

All this wacky, peanut-shooting 
action is enhanced by a 
smashing soundtrack which can 
now be heard here on this 
magnificent music demo from CJ 
musician Ashley Hogg (luckily no 
relation to Robin!). There's four of 
his best tunes here including the 
original CJ's Elephant Antics 
music and a groovy remix. When 



the menu screen comes up after 
loading, just press the 
corresponding number for the 
tune you want to hear. And if you 
haven't got jumbo-size ears then 
turn up the volume! 

©ZZAP! 64 LTD 1991. 
The program and data are 
copyright and may not be 
reproduced in part or in total by 
any means without the written 
permission of ZZAP! 64 Ltd. All 
rights reserved No responsibility 
is accepted for any errors. 




If your amazing ZZAP! Megatape 
proves to be faulty, have no fear 
Just bung it in a jiffy bag and 
send it to Newsfield. The ZZAP! 
Megatape Clinic. Ludlow. 
Shropshire SY8 1JW. 





The Rowlands Bros are back, after overdosing 
on Big Whoppers, scorching holidays and seri- 
ous partying, they've finally decided to get 
Apex Software back on track with a sequel to 
possibly the best C64 game of 1991 — Clyde 
Raddiffe Exterminates All The Ugly Repulsive 
Earth-ridden Slime, aka Creatures. For newcom- 
ers to this epic soap, the characters include John 
Rowlands (also known as Jaz, John is a brilliant 
programmer sadly afflicted with Mad Cow Dis- 
ease), Steve Rowlands (graphic artist, musician 
and informally known as 'stud' (honest!)) and 
finally Dave Birch (Thalamus's sharply dressed 
and much loved boss, who no-one every says 
anything bad about). This month the Bros reveal 
such disgusting habits as roasting fuzzies, 
promise to create a friend for Clyde and muse 
on Dave's medical requirements! 



Ihursday 24fh 



John: No, not those Fuzzies 
again! I've had rt with those guys. 
During the final seven weeks of 
Creatures I spent many a sleep* 
less night working to finish it, and 
at one point I'd slept 22 hours out 
of 268. But I can handle it, I'm a 
professional (I don't think) 

One of the main advantages of 
doing Creatures II is that I can 
use some of the code from Crea- 
tures — not that I'm lazy or any- 
thing {well, maybe a little). The 
sort of routines which can be 
used again are Clyde's move- 
ment and animation routines, his 
weapons movement and anima- 
tion routines, the collision rou- 
tines etc. So I've been npping out 
all the code I don't need, leaving 
me the memory to start Crea- 
tures II 

Steve: The structure for Crea- 
tures II will not be entirely differ- 
ent from Creatures as it will have 
a Torture Screen on every level 
Between the Torture Screen 
there witi be an Intermission 
Screen, which I am working on at 
the moment. The idea is that 
Clyde has to chase a cute little 
creature along a road avoiding 
rocks 'n* stuff, and when he 
catches up with him he shakes 
htm around until he offers Clyde 



loads of goodies. This Is planned 
lo be in brilliant parallax-o-vtsion, 
the characters are nearly done 
but John's still too busy to do the 
scrolling so I will have to wait to 
see the finished effect 

Monday 28th 



John: I finished ripping out all the 
code I didn't need over the week- 
end and chucked in the first Tor* 
ture Screen from Creatures to 
lest the remaining code. I was 
pleasantly surprised to have it up 
and running correctly within a 
few minutes — tl just goes to 
show thai I must have some idea 
of what I'm doing, occasionally. 

The next thing I did was to 
change the Status strip at (he 
bottom of the screen I decided to 
kick out the borders throughout 
the entire game this time, and 
shoved Clyde's lives and score 
over it. As Steve has already 
designed the font (style of alpha- 
bet) for the game I got him to 
copy the numbers into sprites so 
I could get the correct score print- 
ed As an afterthought I made the 
score sprites constantly move up 
and down a little, giving it a 
slightly cuter" feel 

Steve: The characters are now 
finished for the Intermission 
Screen so next are the sontes 



I've put Clyde in a sports car but | 
there is one drawback, it uses up 
seven spntes out of a possible 
eight. I tried another way with 
three expanded vertically sprues 
bul this looked too chunky so that 
was scrapped 

I'm leaving the Intermission 
Screen until John gets around lo 
coding it so I'll have to find some* 
thing else to do. The first Torture 
Screen of the game is top of my 
list and ideas are no problem 
This will see a poor little Fuzzy- 
Wuzzy tied to a spit being barbe- 
cued over a raging fire. The spit 
will be turned by a cute little crea- 
ture and the idea is to put out the 
fire, but how? The use of bat- 
loons would help you with this 
task 

liln i^a ■ 

30th Jamay 

John: In the last five days of pro- 
duction on Creatures, a small 
bug appeared in my spnte-to- 
sprite collision routine. This must 
be the most bug-ridden routine in 
the game! Now as I've vowed 
that Creatures II is not going to 
contain a single bug, I fixed it this 
morning, and dare it to screw up 
again 

I've been spending a few 
hours here and there creating a 
new Get ready" screen It uses a 
similar technique to the one used 
on the 'Level Complete* 
sequence from Retrograde (ie 
the wobble effect on words). This 
time I've reflected the words 
GET READY T , and it's this reflec- 
tion that I'm wobbling. A fabbo 
npple effect it is, but cute It ain't 
So when I get the time I'm going 
to hp the lot out and start again, 
see. As I said. I can handle it! 

Steve: Having spent a while 
designing the Torture Screen it's 
now down to designing the 
graphics for it. First will be the 
characters for the background 
and maybe even some aliens, it 
depends if we run out of sprites 
or not. This Torture Screen is set 
on a cyan sky colour, with some 
good (brilliant) vegetation graph- 
ics in the foreground and back- 
ground. While doing this section 
I've come up with some new 
ideas for the death of Fuzzies on 
Torture Screens: 

There's a Fuzzy lied to a stake 
in the ground with loads of TNT 
around the bottom and a cruel 
creature with a barrel of gunpow- 
der walks off and leaves a trail 
behind then of course, liahts it. 



There's also a creature with a 
baseball bal standing near a 
Fuzzy, you see the creature take 
a few practice swings then It 
walks towards Its victim and 
takes a big swing... 

Friday 1st 



John: I've nearly finished all the 
parallax scrolling for the Intermis- 
sion Screen — and pretty damn 
good It's looking loo With a 
planned twelve different parallax 
layers and a 'screen-high* tele- 
graph pole in (he foreground, 
which takes it up to thirteen 
speeds, it's pretty slick) The only 
problem with it is the payability, 
and we can see that this isnl 
going to be loo playable. We 
spent a good few hours, which 
turned into a good few days, try- 
ing to improve it but we couldn'L 
We were stuck with a screen 
which was absolutely great to 
watch but not much fun to play. 
So guess what That's hght — 
I've got to rip the lot out and start 
again I can handle it . just! 

Steve: As John's mentioned, the 
Intermission Screen is going lo 
be scrapped It s a good job thai 
I've been thinking of a new idea 
for the last few days, which is 
nearly all based on gameplay 
and not just how good it will look 
on-screen, I have seen games 
that are incredibly playable but 
graphically poor with bad presen- 
tation It's hard to get the balance 
right, but we shall do our best. 

The main objective of the Inter- 
mission Screen is to save your 
cute little Fuzzy friends who are 
being cold-heanedly thrown to 
certain death. You and your 
friend, that you have just rescued 
from the previous Torture 
Screen, must save them by 
bouncing them to safety So the 
graphics are underway with a 
pine forest theme, and all's goin 
well. 

Monday 4fh 



John: So I've got to start another 
Intermission Screen, I wonder if 
we're going to keep this one? All 
I can say is that if it turns out half 
as good as we hope, it s definite- 
ly staying In. I started rt on Satur- 
day, getting the backdrop printed 
on-screen. Then I introduced 
Clyde to it and he gave it the big 
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Creatures II is ooreed by Sieve 'Stud' Rowlands, Dave 'Mr Thalamus' 
Birch and John Jax' Rowlands, And where did ioz gel his Gvofuntf T 
shirt? 




A torture screen slowly lakes shape in the skk minds of the Rowlands 
Bros. 



thumbs up As he has to com- 
plete the Torture Screens by him- 
self, we thought it only best to 
give him a friend to help him 
complete the Intermission Screen 
(we don't want him feeling lone- 
ly). So now I've added another 
Fuzzy to help Clyde out and it 
appears that they are already the 
best of friends. Isn't that sweet? 

This afternoon I set about writ- 
ing the animation routine for 
them I simply checked the cur- 
rent direction of the Joystick and 
animated the spnles accordingly 
I usually start a player's control 
mode with the movement rou- 
tines, adding animation after. 
There's no special reason for 
doing it the opposite way round 
this lime. I just felt like it What's 
wrong with that, eh? 

Steve: The graphics for the Inter- 
mission Screen are virtually com- 
plete now, but I think there will be 
bits added soon because when 
John gets the latest background 
up on-screen with the rest of the 
stuff it may look a bit empty. 

Before I have to change those 
graphics I will get on with some 
music. I ended up going through 
some old disks and found loads 
W loads of music that could be 
used in Creatures II. The only 
problem being that none of these 
pieces of music were finished, 
some were only just started, so 
which one do I work on first? The 
piece that is needed most urgent- 
ly is the music lor the Intermis- 
sion Screen, but none of the 
music I've dug up from the old 
disks will suit it, so Hi have to 
wnte a new piece. 

Thursday 
February 7lh 

John: I'm dreaming of a white 
Chnstmas. Don't read it — sing 
it- Yes, that white stuff which we 
haven t seen for three years is 
here! It started snowing yester- 
day and it hasn't stopped since. 
There's now over a foot of it and 
we love it. We couldn't resist tak- 
ing a couple of hours off this 
afternoon to go out snowball 
fighting with some of our mates 
Damn good fun it was too. 

When I wasn't out getting 
soaked I was working on the 
movement for Clyde and his 
budd They only need to move 
left and right across the land- 
scape, which saves me having to 
write any vertical movement 
code. The routine was originally 
written so that if you pulled the 
(oystick left, the Fuzzies ran left 
until the moment you lei go (and 
the same for right). We decided, 
however, that it would be better if 
the Fuzzies moved a specific dis- 
tance every time the joystick was 
moved They now move approxi- 
mately 32 pixels :^dfore you can 
change their direction I know it 
sounds bad but believe me, it 
greatly improves the ptayability 
(which has the highest priority 
methinks) 

We were at ZZAP! Towers a 
couple of weeks ago. talking 



about the Creatures game com- 
plete' sequence, cartridge 
games, whether David Birch 
should have a sex change (to a 
man!) and — most importantly — 
ideas for Creatures II We dis- 
cussed having a sbooi -em-up 
stage in the game, with Clyde Dy- 
ing around on a jelpack shooting 
hundreds of cute aliens. I've 
been thinking about this a lot 
recently and have now decided 
to start doing It So I spent most 
of the night (and the early hours 
of the next morning) ripping out 
the weapons routine from Retro- 
grade. We've had loads of mail 
asking us to wnte Retrograde II 
well we are not doing that (yet) 
— but this is going to be the next 
best thing! 

I would )ust like to state for the 
record that David Birch does 
NOT need a sex change and is, 
in fact, already a man — honest? 

Steve: Today the start of the 
sprites lor the Intermission 
Screen First of all I got a Fuzzy 
into the new sprite bank and then 
started the sixteen rotational ani- 
mations that he would go 
through. I then did eight rotation- 
al animations for the Fuzzy rotat- 
ing the other way (towards you). 

Creative Materials — the guys 
doing the Amiga and ST conver- 
sions of Creatures — now need- 
ed all the game characters, 
sprites, alien movement patterns 
and level maps A day later after 
trying to save this lot to disk for 
them and realising it would take 
forever, we came up with an 
easy way to do it. We would just 
let Clyde walk through all aliens 
so they could go straight to any 
section of the game they needed 
to look at — easy. 

After this task I went back to 
doing the music for the Intermis- 
sion Screen, but without brilliant 
results I don't know what it is at 
the moment but I can t seem to 
get a piece of music to suit this 
section, maybe I've got too many 
distractions at the moment, who 
knows? It could be the snow 
Well, there's one way to find out, 
let's go out to play! I built a nice 
big snowman/woman/monster 
don t-ya-know. which looked a bit 
like the creature that pulls the 
rope on the second Torture 
Screen of Creatures (without the 
rope, of course). I know I'm prob- 
ably a bit old to do things tike 
that, but what sort of adutt draws 
Fuzzy creatures all day? 

Clyde: Snowball fights — Yeah! 

Mondciy 1 1th 
February 

John: I've got the Retrograde 
weapons routine working 'bug- 
free' now and have already been 
coming up with tons of new 
weapons. I ripped out the 
weapon-alien' detection code 
and have also got that running 
too To lest it I chucked some 
static aliens on the screen, a 
couple of which were made up 
from 4 sprites bolted together 



We decided that ordinary single- 
sprite explosions for these bigger 
aliens looked a bit tame, so I 
modified my explosion routine so 
lhat it now prints up a big charac- 
ter explosion. 'Well cool' is an 
understatement 

Back to the Intermission 
Screen, it's looking better each 
day Clyde & Co can now catch 
airborne Fuzzies. But I've also 
got to teach Clyde how to bounce 
them off in a different direction. 
This presented the challenge of 
calculating a Fuzzy's new direc- 
tion, depending upon the angle of 
Clyde's pad and the current 
direction of the Fuzzy, For exam- 
pie, if the Fuzzy is moving left 
and the pad is angled right, the 
Fuzzy must bounce up vertically, 
if the Fuzzy is again moving left 
and the pad is held straight, the 
Fuzzy must carry on moving left 
I sorted all that out and got It run- 
ning property this morning with- 
out any real problems. 

With multiple Fuzzies bouncing 
up n' down over the screen, I 
must add the code to put some 
sort of range on them. At the 
moment they simply bounce off 
the screen and appear on the 
other side. If they hit the right- 
hand side they must bounce 
back left, whilst hitting the left- 



hand side wilt mean they've been 
saved (yippee) I decided to work 
into the earty hours of Tuesday 
and finally got all this done 

Steve: I'm not carrying on with 
the music for this section which 
has been rewritten many times. I 
need some inspiration for this 
music, and as It happens, I know 
where to get it. We have a nice 
Yamaha keyboard sitting on the 
desk In our office and it has loads 
of preset styles of music, a few of 
which are ideal for the Intermis- 
sion Screen The thing is I'm now 
totally bored of doing music at 
the moment so I think I will do 
something else. 

I'm doing more Intermission 
sprites now and the monster at 
the top of the screen is on the 
agenda. This monster will be 
standing on the platform, then 
walk off the screen and a few 
seconds later walk back on, hold- 
ing a Fuzzy over his head When 
the monster gets to the end of 
the platform he will mercilessly 
throw the poor Fuzzy off So all 
those animations are done and 
the only thing left to do on this 
section is some sort of flying 
creature that swoops down from 
the top of the screen and grabs 
the helpless Fuzzies 



* Retro-Clyde swops his Super Droopy for mego-weopons in a suspiciously 
RetrvgrodrUVe shot! 
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Personal Callers 
to our new shop at Unit 

6. West Hill 
Arcade.George Street. 
Hastings. 



GRAPHICS 



irr rtxs 1 


Forgotten iKeaims 


IFFPixsII 


Paradise Slides 


IFFPixsIU 


Joe II Stideshow 


IFFPixsIV 


Nase Digipixfs I 


IFFPixsV 


Nasa Digipixs II 


Fantasy I 


Disney I • 


Fantasy II 


CountQch Fantasy I 


Fantasy III 


Countach Fantsy II 


Fantasy IV 


Viz Slide Show 


Fantasy V 


Agatron Reflections 


Fantasy VI 


Sun Connection 


Photomontage I 


Goloms Gate 


Photomontage II 


Turbo Silver Masks 


Photomontage III 


Nik Williams Broadcast 





GAMES 



i 



Flaschbier 


Frantic Freddie 


Hack 


Eat mine 


Lam 


Drip! 


Autobahn 3000 


Tricky 


Zerg 


Card Games 


Casino Craps 

Maria V3.0 • 

Empire 

Cribbage 

Train&et 


Blizzard 


Return To Earth 


Sub Culture Level 1 
Kill to Free 


PC Chess 
Breakout 


Games Galore I 


Games Galore II 





DEMOS | 




Kefrens Mega 


Pulstfiers 


Coma 


Hardcrack GFX 


Red Sector 12) 


JCS'Shetlshock 


Red Sector Cebit 


Alcatraz Demo 


Mental Hangover 


Scoopex Demos 


Puggs In Space 


Triange Demos 


Universal I + II 


Tetragon Megademos 


Demob I 


Death warp I 


Demob II 


Maximum Overdrive (2) 


Vision Music 


Cave Mega Demo 


Vision Megademo IV II 


Vice Workbench 


Angels The Power 


Vangelis* 


Amaze Final 


Newtek C2 ED) 


Absolutions 


Newtek III 1*2 ED) 


Crionics Total 


Science 4.51 


Destruction 


North Star 12) 


Animation 


Dexion Megademo 


Horizon Sleeping Bag 


Highclass (UKi 


Kefrens The Wall 


Rebels 


Panics Vector Birds 


Megademo 


Swapions Tera 


Amazing Demos VI 


Zing Art of Zing 


ESA Demos 


Vertigo Fill 'em Up 


Phenomena 


Bud Brain Mega 


Megademo 


Demo 1 12) 


Complex Bobs 


Bud Brain II 


Minimum Order 2 disks. 


Unless stated elsewhere prices as follows: 


2-5 disks £2.00 each 


6-9 disks £1. 75 each 


10-20 disks £1.50 each 


21 or more disks 99p each 


* = Requires 1 meg 


(2) = no 


disks in set 


] (ED) = extra drive required 



ANIMATION 



I MEG 



Stealthy II 

Walker II 

Kuli (Pen) 

Knight II 

Rotating Ship 

Shark 

Gym nast 
Walker I 
Jet F15 
Robo 



Radio II 
Italia Cinema 
Congaman 
Showbiz 
Bad Bird 
Billy The Kid 
7V Commercials 
Batman 
Juggler 2 



2 MEG 

Vauxkiller (2) 
Station at Kherne (3) 
Lost In Scape <3) 



I 1/2 MEG 

- At the Movies 
3+3 1/2 MEG 

Sentinel (2) 



LATEST IN 



BoomeranR/DominiotVGerbils/Star Trek/ 
SEUCK £3.00 

WB2 Workbench II Lookalike £3.00 

Clerk V4.0 £3.00 
C Lite £3.00 
C Light Anim Disk £3.00 
Star Trek V1.85 (2*) £6.00 



AMOS PD 



Note: £2 per disk. No discounts for quantity. 

AMOS 19 Microman Music 

AMOS 22 Funschool III Demo 

AMOS 31 Screen Designer 

AMOS 33 Pink Goes Ape 

AMOS 35 Archivist 

AMOS 21 Word Square Solver 

AMOS 20 Arc Angel Demo 

AMOS 32 Progs I Corn IFearn iNadeem 

AMOS 34 Luke Miller Music 

AMOS 36 AMOS /RAMOS 1.2 Updates 

AMOS 38 FONTS »4 

AMOS 52F.R.U. 

AMOS 53 Curos I Stavros Demo 2 

AMOS 54 Amos Progs 2 

AMOS 59 Super Quiz 

AMOS 62 Arcadia 

AMOS 64 Amos Prog 3 

AMOS 76 Rainbow Warrior 

AMOS 77 Amos Progs 5 

AMOS 81 Juke Omega Demo 1 

AMOS 82 Juke Omega Demo 2 

AMOS 83 Amos Paint 

AMOS 84 Luke Miller Music 3 

AMOS 85 Reversi I Snakes & ladders 

AMOS 97 Dynamite Dick 



AMOS LICENCEWARE 



Note £3,50 per disk. No discounts for quantity 

LAPD I Colouring Book 
LAPD II Arc Angel Maths 
LAPD IV Thingamajig ti Meg) 
IJiPD V Jungle Bungle 
LAPD VI Pukack/Sprites 
LAPD VII Farway Lynx (1 Meg) 



We are pleased to accept 
Switch and Connect card) 
immediate despatch of disks 



UTILITIES 



J 



i 



Virus 4.1 


Amiga/Atari GFX 


Disksalv 1.42 


Convenors 


ESA Utilities 


Energy Utilities 


Full Force III 


SID VI. 06 


Ghostwriter 


Aardvark Utilities 


D-Copy 


Mandie Generators 


Copiers I 


ARchive Utils 


TV GFX/Fonts (2) 


ARP 1.3 Installer 


Bootblocks (2) 


North Sea (1) 


Video Progs (2) 


C Manual <1) 


Graphics Apps 12) 


CLI Tutor 


| BUSINESS FINANCE | 


Wordwright 


(J Base VC 


Bank'n 


Clerk 


Analyticalc * 


Inventory 1 Memopad 


Amibase 


Journal 


RIM 


Analyticalc 3D 


Spread 


tsrc only) 



MISCELLANY 



j 



Raytracing 
Sampled Sounds 
Demo Creator 
Dope Intro 
MCAD VI.25 
Rot 

Jazzbench 
Celtics Demo Maker 



(not 1.3 Rams) 
Halloween Sample (2) 
Direct Action • 
Utopia Postcards 
Cando Support I 
Cando Support II 
Fractal Flight 



TREKKERS!! 



All new StarTrek (2) 

StarTrek t* 3 ED) 

StarTrek V2.0 <* 2 ED) 

StarTrek Fleet Manoeuvre Anim * 

StarTrek Dry Dock Anim * . 

StarTYek Enterprise Reliant Anim • 

StarTrek Miscellaneous Anims * 

Trektrivia 

Enterprise Approaching* 
Karns Attack* 



MUSIC 



i 



Soundtrackers (2) 
Soundtrackers V4.0 
Future Composer 
Games Music Creator 
Perfect Sound 
Sound Editor 
Compact Disk 
Hi Fi Player • 
Instruments ST-02 
Instruments ST-03 
Instruments ST-04 
Instruments ST-05 
Instruments ST-06 
Instruments ST-07 
Instruments ST-08 
Instruments ST-09 
Instruments ST- 10 
Instruments ST 11 
Instruments ST-21 
Instruments ST-22 
Instruments ST-92 



Instruments ST-93 
Instruments ST 94 
Instruments ST-95 
Instruments ST-96 
Instruments ST-97 
Instruments ST-99 
Med V2. 12 
Soundtracker 
Professional 
RIP Eruptions 
Flashteam Music 
Crusaders Freed 
Out 

Crusaders Audio X 
Crusaders Back to 
Base (not 1.3Ramsi 
Med V.12 
Sonix Play. 
Star TYekkeri 8 channel) 
Pro Tracker 1.1 A 
Acid Mix I 



OVERSEAS EEC Please add £2.00 to cover postage costs OVERSEAS - Australasia Please add 50p per disk to cover Airmail costs. Credit Card 
S Postal Order payments despatched by return. Personal Cheque orders - please allow 7 working days tor delivery from date of receipt. 



THE 
MAY 
COMPETITION 




THE 

SEGA MEGADRIVE 

(Plus Game of Your Choice) 

WIN 

COMMODORE AMIGA 

WIN 

NINTENDO GAME BOY 

WIN 

ATARI LYNX 



In The FANTASTIC 



MONTHLY Computer Competition 



Answer 4 simple computer related questions correctly and by this time NEXT MONTH 
YOU could be the Lucky Winner of one of the above Superb First Prizes in this 

months DIAL-A-QUIZ Computer Competition 

You MUST call one of the hotlines below and answer ALL 4 questions correctly 



e.g. QUESTION: What sort of character is James Pond? 
ANSWER: 1. A Fish. 

2. A Shrimp. 

3. A Lobster. 



It's THAT simple! 


And REMEMBER, you can enter ALL Competitions as many times as you like. 


1 Megadrive Hotline: 


0839-121-161 1 


1 Amiga Hotline: 


MM "^83^2Tl62'^^| 


1 Game Boy Hotline: 


^^^83^21^6^^^| 


1 Lynx Hotline: 


"^^83^21^6^^^! 



One first prize in each competition. Winners are chosen at random from all correct entries received. Closing date for entries is 20th May 1991 
All calls last approximately 4 minutes and if you are under 18 we ask you to please obtain your parents consent before dialling. 

Calls are charged at 33p per minute cheap rate. 44p per minute at all other times. 
If you experience difficulties while attempting to enter please Inform us on: 071 485 5964 between 9.30 am & 5.30 pm. 

IVOR ANDERSON FRON DERBY AMIGA 

rromiADV DCCI II TC STEVEN SMITH FROM HUDDERSFIELD MEGADRIVE 

rtbKUAKY KtoULIo. scott norville from Northampton lynx 

JAMIE SMALL FROM NOTTINGHAM NINTENDO 



P. Grove. DIAL-A-QUIZ. P.O. BOX 11, SKEGNESS, LINCS. PE25 3NL 
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loads of 
games for 
not much 
cash! 
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RUGBY COACH 
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Cult, C64 £2.99 



Your first duly as the coach 
of your chosen Rugby 
League team is buying 
and selling players (with financial 
help from a very fnendly bank 
manager) and picking the team 
Each individual player has lour 
ratings (speed, strength, tackling 
and passing), and can be put in 
three basic player posilions — 
Back. Halfback and Forward, A 
player s ratings change 
dramatically according lo which 
position he's placed in which is 
somewhat realistic but the way it 
works is confusing. For example, 
a player of mine had good 



POPEYE 2 



strength and tackling ability Ah, I 
thought. Ill make htm a fofward 
You can imagine my surprise 
then, when I re-examined hts 
ratings and found his strength and 
tackling ratings had dropped to 
rock bottom' 

When you ve picked your side 
it s time for the match (eilher In 
the league or cup) The match 
screen shows the current scores 
from all the games being played 
as the minutes tick by Apart from 
a pointless static pilch close-up 
there's no graphical 
representation of the match 
action just text messages saying 



r 



nihtcm c 

LATEST SCCf: 



Alternative, C64 £2.99 



Olive Oyl has been 
kidnapped by the evil 
Brutus (I always thought it 
was Blutol). In the first of four 
levels Popeye must get through a 
busy building site with girders to 
jump onto and ladders to climb. 
Falling objects such as weights 
and coconuts must be avoided as 
well as fireballs and bouncing 
springs, while bombs must be 
defused before they explode. 

Other characters making an 
appearance include Swee' Pea 
(who you must stop from crawling 
off the edges of platforms!) and 
Wimpy (colled all the hamburgers 
to get past him). Occasionally 
you 11 meet a goon, a sort of boxer 
fixed in a box. Goons can only be 
defeated by collecting tins of 
spinach to build up Popeye's 
musclepower and then punching 



them This technique is also used 
for Brutus When Brutus is 
knocked out. Olive is saved — 
until the next level where she 
must be rescued again! Other 
levels take place in a spinach 
factory, shipyard and jungle. 

Huge, Don Pnestley-style 
sprites are Popeye 2s best 
feature. Otherwise it's a mediocre 
platforms-and-ladders game, 
made worse by some very 
frustrating features. Falling 
objects appear so fast youVe no 
chance to avoid them, and If that 
wasn't bad enough you can also 
get blown up by bombs that aren't 
even on the same screen! 
Irntating and unoriginal, Popeye 
7s nice graphics mean fans might 
get some enjoyment. 

OVERALL 40% 
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someone's scored You can freely 
change your team s tactics, 
however by pressing the relevant 
key for Normal, Drop (try more 
drop goals). Risk (aggresivej or 
Slow (defensive) You can also go 
back to the player selection 
screen to make substitutions and 
change positions If a penalty 
occurs, you get the choice of 
attempting a goal or try 
Rugby Coach is a big 



ROAD RUNNER 




Kixx, C64 £3.99 cassette, £4.99 disk (Rerelease) 



The cartoon that went to 
violent extremes 
(particularly for the Coyote) 
turned out to be a surprise coin- 
op hit of yesteryear 

In the usual Road Runner 
cartoon style. Wile E Coyote is 
on the prowl for lunch, which just 
happens to take the form of a 
100mph Road Runner tearing 
through the desert. 

Taking on the persona of RR 
himself, you find it no problem to 
outrun Wile E normally, but thanks 
to Acme the dastardly wolf ts 
getting hold of stuff such as a 
pogo stick, jet rocket and rocket- 
powered skateboard to even 
things up. Twelve tortuous maze 
type levels makes up the rather 
repetitive challenge although 
cannons, rockfatls and traffic are 
thrown in for variety. 



The game was greeted with 
mixed opinions way back in Issue 
29 (69% tape. 74% disk) As well 
as liking the cartoon-style music. 
Steve Jarratt appreciated the 
sprites which are superbly 
animated and have heaps of 
humour' Indeed, the game looks 
like the cartoon and a lot like the 
coin-op. a definite plus point given 
the simplistic gameplay The main 
gripe for the reviewers then, was 
the appallingly long-winded tape 
multiload which Steve remarked 
was one of the worst I've seen, 
practically cnppling an otherwise 
fun game 4 The disk version is 
much better, and although the 
gamepiay is still simplistic and 
repetitive, it's fun for a while. 

OVERAU. (TAPE) 39% 
(DISK) 52% 




SCORE LIUES 



BUDGET! 




You know you re in deep 
Irouble when a local black 
hole decides to suck your 
Hunler spaceship in and Ihen 
spits you oul in whereabouts 
unknown And you know you're in 
REAL deep (rouble when your 
destination turns out to be the 
heart of the Crystal City Empire 
The empire is made up of sixteen 
star systems of cellular cities, 
which are maintained by worker 
cells and drones Inside each city 
there's the star colls you need to 
collect to return to home Sounds 
like a shoot- em-up to me 

Awarding the game a Sizzler 
filling of 92% in Issue 34 Julian 
and Steve were ecstatic over the 
weird nature uf it all with Julian 
enthusing stunning use of colour 
and the effects and sprites are 




simply incredible — the 
psychedelic patterns between 
waves and in the Off Duty mode 
are fabulous High praise then for 
whai is an offbeat multi-way 
shool-'em-up but flawed slighlly 
by the curse of basic gameplay 
The way the city structures form 
the puzzles of each level still 
works well now with superb 
vanety in cell shades and styles 
But beneath the pretty visuals of 
the title screen and the novel Off 
Duty pattern generator, you don 1 
get an awful lot of gameplay 
sophistication But then at budget 
pnce it s not too bad at all A sort 
of homage to the sadly missed 
Jeff Minler games but without 
being unconventional enough 

OVERALL 76% 



DRILLER 

• The Hit Squad, C64 C2.99 (Rereleose); Kixx, 
Amiga £7.99 (Rerelease) 
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itral, a moon of the 
planet Evath, has been 
heavily mined for 
generations by an outlawed race 
called the Ketars. But now Mitral 
is only hours away from disaster 
because a meteor is about to hit 
it Not a lot to be worried about 
there, you may think, but the 
Ketars have done a runner and so 
gas has built up under the surface 
of Mitral. If the pressure isn't 



released pretty darn pronto Mitral 
will explode and knock Evath out 
of its orbit. You have been chosen 
as the brave soul who must roam 
the 18 sectors of Mitral, placing a 
dnlling rig in each to release the 
gasses 

Plenty of brain-bending puzzles 
and danger, in the guise of Laser 
Beacons and Skanners. stand 
between you and success. 
Sometimes X literally marts the 
spot for setting down the drilling 
rigs (they are teleported from 
Evath — you don't carry such 
huge things around), but most of 
the drilling has to be done by trial 
and error. So hurry, you don't 
have a lot of time left before Mitral 
goes BOOM!! 

The first Freescape game, C64 
Driller received a massive 96% in 
Issue 33, with Julian Rignall 
proclaiming it a 'superb piece of 
software, adds a whole new 
dimension to computer gaming.' 
Looking at the game today, it 
seems to have lost some of its 
sparkle to its successors. Dark 
Side, Total Eclipse etc. Luckily the 
infuriatingly slow movement 
doesn't spoil enjoyment of the 
game too much: brain power is 
much more important than speed 
And don't forget the moody 15- 
minute long soundtrack which 
adds a lot to the atmosphere. 

The Amiga game (89%, Issue 
44) is inevitably a lot faster but the 
polygon graphics in no way push 
the machine to its limits. The lack 
of at least a title tune is annoying, 
but the sound effects go some 
way to redressing the balance. In 
short, both versions of the game 
have weathered the storms of 
time pretty well, and are good 
value for anyone who missed 
them first time around 



C64 76% 
AMIGA 74% 



RAMBO III 

• The Hit Squad, C64 £2.99 (Rerelease) 
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Ah, the messy business of 
international geopolitics. 
John Rambo's 'thoughtful 
intervention' in Afghanistan 
unfortunately coincided with the 
Russian withdrawal, after which 
the Russians became goodies, 
and the Islamic rebels a 
murderous bunch of warring 
factions. Rambo's locked in the 
past though, and when Colonel 
Trautman is taken prisoner 
Rambo sets off to rescue him and 
as many cuddly rebels as 
possible 

The game of the movie is 
divided into three sections: the 
first is a top-down view, 
flickscreen combat maze game. 
Rambo starts off armed only with 
his trademark knife, but can find 
other weapons as well as 
nonlethal objects such as a mine 
detector infra-red goggles and 



rubber gloves (t>. Once the 
colonel is rescued, Rambo has to 
escape from the Soviet POW 
camp. Mines must be avoided, 
explosives planted and an escape 
copter found. The final section is 
a rolling Op Wolf-type game. 
Aboard a tank Rambo must take 
on the entire Russian army, using 
the mam gun to blast attacking 
helicopters, tanks and troops. 

Back in Issue 46, our jingoistic 
hero didn't get much of a 
welcome Gordon thought 
payability was somewhat weak', 
while Maff just hated it; a rather 
tedious experience... bland, 
repetitive scenery... the effects are 
extremely weedy/ The overall 
mark was 47%, while today 
opinions of this competent 
program tend to vary according to 
opinions of the licence. If the 
character appeals, it's possible to 



enjoy the sneaking around as 
recreating the atmosphere of the 
film. For others the repetition of 
the early levels and disappointing 
flickscreen scrolling might 



become bonng, although the final 
stage should keep most players 
persevering at this price 

OVERALL 5 1 % 



Kixx, C64 £3.99 (Release) 




A 96% Gold Medal winner, 
this superbly presented 
game incorporated a truly 
weird sci-fi scenario concerning 
yet another bunch of evil aliens 
(the Skryksis) invading one of 
those idyllic, peace-loving planets 
(Xamox). Virtually all the 
Xamoxians are either massacred 
or poisoned by nuclear reactors 
built by Skryksis A mere handful 
escape to underground bunkers 
where they plan vengeance in the 
form of Hawkeye, a hall-man, 
half-machine warrior... 

The actual game is a fairly 
simplistic left/right horizontally 
scrolling shoot- em-up. As soon 
as our hero matenalizes, one of 
the hawk eyes flash — indicating 
which way to go for a special 
object. These can be extra ammo, 
special weapons, extra lives or 
vital puzzle pieces {collect them 
all to exit the level) Hawkeye Is 
armed with four different 
weapons, a pistol with unlimited 
ammo plus three more powerful 
guns with limited ammo. These 
are useful for dealing with q huge 
variety of flying, crawling ar.d 
walking monsters which diain 
energy on contact. Should 
Hawkeye lose all his lives there's 
an option to practise on that level 
Issue 40 saw Gordon Houghton 
call it an 'extremely playable and 
addictive arcade game 1 , while 
Paul Glancey praised the 
background parallax scroll as 
Very impressive indeed'. Paul 
Sumner liked the strategic' 
element of saving powerful 
weapons for special monsters 
Everyone loved the presentation, 
with rapid mulUtoad being 



disguised by a recharge energy' 
screen 

Hawkeye has belatedly Inspired 
a number of games, most notably 
Fhmbo's Quest which was 
basically a cuter version, while 
Rubicon has a vaguely similar 
graphic style Hawkeye itself 
hasn't aged too badly: 
presentation remains top-notch 
while the various baddie graphics 
look pretty attractive, a bit blocky 
but making possible a very slick 
parallax scroll on the background. 
Gameplay is unsophisticated — 
run left and nght, leaping from 




platform to platform and blasting 
the baddies — but it s so well 
done thai addiction soon sets in 
Personally I've never thought it 
worth a Gold Medal but at this 



price Its high payability and 
quality presentation make it a 
good buy. 

OVERALL 82% 
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SUPER SCRAMBLE SIMULATOR 

• Kixx, C64 £3.99; Amigo C7.99 



i; 1 t you ever saw the old TV 

■ series. Kick Start* you'll know 
what motorbike scrambling s 
all about In Super Scramble there 
are 15 tough courses with 
incredibly steep hills to climb and 



classic obstacles tike logs, skips, 
cars and even lomes You need 
precise control over your bike to 
avoid stalling, crashing into 
obstacles, skidding or landing 
awkwardly — all ol which remove 



valuable seconds off your time 
limit As well as 
accelerating/braking you have 
three gears (fire with up/down) 
and you can lift the front/back 
wheel (fire with nght/left). Moving 
the joystick vertically affects your 
position on the plan view below 
the main side-on display 
The C64 version was coldly 



TECHNOCOP 

• Kixx, C64 £2.99 (Rerelease) 



received in Issue 52. with Phil 
annoyed at the way the slighest 
error in your riding is mercilessly 
punished 1 Stu found the game far 
infenof to the classic budget 
game Kikstart 2 (wntlen by (he 
same author. Shaun Southern}, 
replacing the two-player option 
with 'mediocre graphics and three 
gears which add nothing to 
payability 1 Still. Phil thought it 
would have been a fair budget 
release and even now it is, you'd 
still do better to try and get hold ol 
Mastertronic s Kikstart 2 It's a 
tough, frustrating game that's not 
that fun to play, particularly with 
dull graphics, although when you 
are playing there is a kind of 
compulsion to completing the 
courses On the Amiga, the 
gameplay is even more frustrating 
and makes very poor use ol the 
machine Moreover, for such a 
simple game the need for two 
disks and lengthy accessing 
simply defies belief 

C64 58% 
AMIGA 22% 




Let me take you to a future 
where the crime rate has 
rocketed and the police are 
powerless to act. The only hope is 
a band of lawmen known as The 
Enforcers. As their top operative 
you must stop one particularly 
nasty gang of villains called Dead 
On Arrival (DOA). Armed with a 
criminal locater radar a snare net 



and .88 Magnum, you are more 
than a match for the scumbags. 

The game is split into two 
sections, the first sets you at the 
wheel of your very own futuristic 
sports car As you hurtle up the 
highway, DOA thugs do their best 
to send you to that great police 
station in the sky The car is 
initially armed with a cannon, but 




add-ons can be earned later on. 

I As you merrily blast the DOA 
scum into bloody bits an APB is 

I called on a villain, and it s up to 
you to catch him. This takes you 
to the second section, a 
horizontally scrolling shoot-'em-up 
with you using either gun or net to 
catch/kill the chief bad guy and 
his henchmen This done, you are 
promoted and moved to the next 
level where more DOA agents 
await. 

Sounds exciting, eh? Well let 
me tell you here and now, 
Technocop isn't even worth its 
new budget price tag. Back in 
Issue 47 the game received 17%, 
with the painful multiload coming 
in for much criticism: complete 
both levels once {with a long wait 
for a load in between) and you 
have to rewind the tape to the 
start and reload the whole lot 
again for the next section! This is 
a bit of a shame because 
graphically the game isn't bad. the 
driving section is really pretty 
good and the street scene isn't 
too bad. although the hero looks 
as if he's battling against a force- 
ten gale in the second section. An 
okay game, by Chris Gray of 
Infiltrator and Fiendish Freddy, 
ruined by a slow multiload. 

OVERALL 23% 



THE TRAP DOOR/THROUGH 
THE TRAP DOOR 



Alternative, C64 £2.99 



Its nol easy being a Berk, as 
proved in this double dose of 
mayhem based on the 
animated TV series The Trap 
Door has Berk preparing meals 
lor his master upstairs. The Bad 
Tempered Thing However the 
Thing has strange tastes and 
demands such delicacies as 
eyeball crush and boiled sltmies! 
Creating these mouth-watering 
dishes involves using vanous 
objects from the rooms of the 
castie dungeon and inevitably 
opening the trapdoor lo let out 
useful monsters For example, to 
create fned eggs Berk has to put 
a pan on the stovt? The opening 
of the frapaoor reveals a huge 



bird which, with a little prompting, 
will lay eggs which must be 
caught in the pan Berk must 
deliver each of four dishes via the 
dumb waiter before his master 
becomes too angry waiting If 
Berk manages to complete all four 
tasks, his wages are sent down 
inside a safe which Berk must 
somehow open! 

The older but better of the two 
games here. The Trap Door 
received 89% when it was 
reviewed m Issue 20 Julian 
Rtgnall commented, Trap Door is 
one of Ihose instantly appealing 
games which you really enjoy 
playing for a couple of games/ 
Gary Penn thoguhl Don 




Pneslley s large cartoon 
characters were beautifully 
drawn' while Richard Eddy found 
the game absolutely packed with 
humour 1 Over four years later 
The Trap Door has losi little of its 
charm Though very 
Spectrumesque and slow-moving, 
the graphics are very funny and 
the simple gameplay is 
entertaining 

By contrast the second game 
on the tape, Through The Trap 
Door »s very disappointing In this 
you switch between control of 
Berk and Drutt the spider 
explonng the realm under the 
Trapdoor in search for the missing 
Boni Keys must be lound to 
access certain sections while 
potions can be collected, having a 
vanety of effects on Berk. The 
Qami earned a more 44% in 
Issue 34 with Steve Jarratt finding 
it "incredibly frustrating. Berk is 
unwieldy and Drutt is bordering an 
the uncontrollable' 

It's certainly not a patch on its 
predecessor, but Ihen thai alonu 
is worth the three quid anyway, so 
don t let the bonus' sequel put 
you off 
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WE CUT PRICES 
DOWN TO SIZE 



Take a look! 



HOME COMPUTERS 



AMIGA A500 MICROSNIPS PACK 

(bought separately £489) £359.00 

SPECTRUM PLUS 2 JAMES BOND PACK' 

(usually £159) £149.00 

SPECTRUM PLUS 3 ACTION PACK 

(usually £199.95) £129.00 

ATARI 520 STTM DISCOVERY PACK toe 1 0 disks £299.95 
ATARI 520 STE TURBO PACK inc 

20 disks f 399.95 

CBM 64 PACK (usually £179.95) £149.00 
SAM COUPE (was £249) f 199.95 

AMSTRAD PCI 51 2 plus Sottware Pack. DO. Mono 
(was £499) £399.00 

AMSTRAD PC1512 plus Sottware Pack. 00. Colour 
(was £599) £469.00 

COMMODORE PC10 STARTER PACK 
(usually £499) £399 00 



MONITORS 



COMMODORE 1084 Stereo Med Res Colour 
(was £299) £239.00 

PHILIPS 8833 MKII Med.Res.Colour 
(was £299) £249.00 

ATARI SM124 Hi Res Mono (was £1491 £119 00 



PRINTERS 



STAR IC-10 Mono (was £199) £179.00 

PANASONIC KXP 1081 (MRP £199) f 179.00 

STAR LC-24/200 (MRP £349) f 299.00 

PANASONIC KXP 1124 (MRP £399) f 269.00 
STAR LC200 Colour Printer (MRP £299) £249.00 
CITIZEN 120D+ (MRP £169) £149.00 




BOX 2000 SHTS 60 9 sm PAPER (wood-free) £15.95 

BOX 2000 SHTS 70gsm PAPER £17.95 

BROTHER HR5 THERMAL PAPER £7.95 

TIMEX/ ALPHACOM THERMAL ROLLS 5 tor £1 1 .95 
ZX SILVER ROLLS 5 for £14 95 



M O OEMS , S O V ND 
AND MIDI 



PRISM VTX5000 MODEM (SPEC 48/ t ) £39.95 
COMMODORE 64 MODEM £39 95 




INTERFACES A ACCESSORIES \\ DISK DRIVES & RIBBONS 



MULT1PRINT tor SPEC 48k. 48k+, 

128k. -2 £44-99 £39.95 

CBM 64 CENTRONICS INTERFACE £28-93 £29 95 
AMIGA/ST/PC/CENTRONICS LEAD £_JJ>95 f 8.95 
AMSTRAD. t 2a/+3 CENTRONICS 

LEAD £J*9S£6.95 

SPECTRUM COLOUR PRINTER DRIVER £24.95 
1000 I ACROSS LABELS £*95 £6.95 



DLSTC OVERS & SPARES 



AMIGA OUSTCOVER 

ATARI ST DUSTCOVER 

SPEC +2/+3 DUSTCOVER 

CBM 64 OUSTCOVER 

ZX MEMBRANE 

SPEC - MEMBRANE 



X8-95f4.95 
X*-95£4.95 
£8-95 £4.95 
£8^9 £4.95 
£U*3 £7.95 
£9 95 



Alt COVERS STOCKED (CALL US) *' 



MONITOR ACCESSORIES 



AMIGA SCART LEAD £10.95 

AMIGA-PHILIPS 8833 Mk2 LEAD £10.95 

ATARI ST-SCART LEAD f 10.95 

ATARI ST-2 PHONO (Composite Video) £10.95 

SPEC+2a/ +3-SCART LEAD £8 95 

CBM-SCART LEAD £10.95 

14" ANTI GLARE SCREEN FILTER . £0*95 f 17.95 

THINGI COPYHOLDER J&-99 £2.99 

ATARI ST-MULTISYNC MONITOR CABLE £24.95 
ATARI ST COL + MONO MONITOR CABLE £24.95 
TV/COMPUTER SWITCHING UNIT £4.99 



MA GNE TIC MEDIA 



3%'* DSDD BULK DISKS 20 tor £15 00 

5%" OSDD BULK DISKS 50 in 

lockable box £24.95 

TDK 3'/ ? " DSDD DISKS 10 (or f 11.95 

TDK 5'/." OSDD DISKS 10 lor £7.50 

3'73%" (state which) ORIVE HEAD 

CLEANER £499 

AMSOFT 3" CF2 DISKS 10 tor £19.95 



RECORDERS 
AND ACCESSORIES 



AMIGA OJEC 2%" EXTERNAL DRIVE 

(was £89 95) £75 00 

ATARI Q-TEC V/," EXTERNAL ORIVE 

(was £89 95) £75.00 

CBM 1541 MKII DRIVE inc 8 GAMES (worth 

£200) £139 00 

AMS DOM 3" DRIVE and INTERFACE 

(was £159) £99 00 

AMS FDI 3" SECOND DRIVE (CPC6I28 and +3) 

(was £99.95) £79 95 

SAM COUPE ORIVE £79.95 

STAR LCI 0 MONO RIBBON 2 (or £7.90 

STAR LC10 COLOUR RIBBON Ongmal I (or £8.95 

PANASONIC KXP 1081 RIBBON 2 (or £7.90 

CITIZEN 1 200 RIBBON 2 lor f 7.90 

**» ALL RIBBONS STOCKED ■ CALL US •** 

AMIGA. ST. AMS PC1512 Q-TEC MOUSE 
(was £29 95) £21.95 

DATEL 48k/ +2a GENIUS MOUSE mc 
ART STUDIO £49 95 

DATEL +3 GENIUS MOUSE inc ARTIST II ...£49.95 

0ATEL128k/+2 GENIUS MOUSE inc 
ADVANCED ART STUDIO £49 95 



JOYSTICKS 



GRAPHIC DEVICES 
AND ACCESSORIES 



OATACORDER inc -3 or 48k LEAD 

CBM IOA0 IT OATACORDER 

CBM 1530 DATACOROER 

CBM/SPEC/AMS HEAD ALIGNMENT 
(state which) 



3 CASSET 



£2695 
£44 95 
£3995 

£895 
£399 



ALL TOP MAKES STOCKED 



SOFTWARE 



ALL CURRENT AND MANY 0L0 FAVOURITES 
STOCKED AT AFFOROABLE PRICES 

FREE PRICE UST SEND A4 STAMPED SAE 27 p 

N E . W STOR .ES 

H BIRKENHEAD f 

25-29 GRANGE RD. WEST. 051 -647 3377 

ft WEST KIRBY f 

2 ACACIA GROVE. 051-625 9199 

R WALLASEY EZI 

MAIL ORDER and PERSONAL CALLERS 

37 SEAVIEW RD, WALLASEY. 

MERSEYSIOE L45 4QN. 
051-630 3013 / 051-691 2008 
FAX: 051-639 2714 




Lisas 



:GWBARr 

TRltlTY 



INSTANT CRFRIT 0VERSEAS CUSTOMERS WELCOME 



BANK DRAFT CARRIAGE CHARGES 

mastercard * *o ™> "<» untui i EUROPE PRICES AS SHOWN 

Eurocheque fSOO ASK FOR DETAILS OTHER COUNTRIES: ADO 5« 



1.00 0 



c Cm m 



JHE AV Y ITEMS CARRlAC 
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COMM 


ODORE 






Software 


Hire Club 


Send S.A.E for details to. 


C. STAT HAM 


3, Briarbank Ave 


Nottingham 


NG3 


6JU 


Tel: 0602 


t 581 635 


We condemn s 


oftwaro piracy. 




0898 313 587 



PO Box 36 LSI 4TN Col Chargfe Per mm Cheap Rale 44P oJ other times) 



[ TELEGAMES 



Europe's Largest Stock of Video Games and Cartridges for: 



NINTENDO 

SUPER 
FAMICOM 






A LYNX 



NINTENDO 
GAMEBOY 



GAME 
GEAR 




Handheld 



Also available one great video lover 400 games shown} 
What Games can I buy' 
Which console is compatible' 
Do I need a monitor' What is SCART ' 
How about NTSC-PAL-SECAM? 
All these, and more, answered for just f 14 95 
plus CI 00 p&p Order Now 




TELEGAMES, 

Wigston, Leicester LE8 1TE 

10533880445) (0533813606) 

SA£ for full list or 'phone you order now 
Still Europe's Largest Video Game Centre 




STRATEGY 



BATTLES IN NORMANOY: On the 16th June. 1944. Allied forces under 
General Dwghi O Eisenhower invaded Hitler s fortress Europe Two months of 
bitter fighting followed against a determined enemy and unyielding terrain The 
eight Seen - anos included give you a jmque opportunity lo relive the 
momentous battles lhal established the Normandy bridgehead C64 ask £18.95. 

MICROLEGUE FOOTBALL: You get the players - 20 pro football roslers 
featuring your real - life gndiron hefoes You control the teams - both offense 
and defence ■ and all the action You win or lose based on your coaching 
strategies MLF is thinking man s football This is no bonng arcade - style game 
C64 Disk £24 95 

MICROLEAGUE WRESTLING: Featuring HULK HOGAN decide wmch moves 
lo make - body slam, leg drop - all the authentic moves of each wrestler 
Includes two great wrestling match-ups HULK HOGAN vs RANDY SAVAGE 
and HULK HOGAN vs TED DIB! AST Interactive strategy determine the action 
and outcc me of each match 
Amiga £29 95 C64 Disk £19 95 

SUPERSTAR ICE HOCKEY: A superb on - >ce hockey simulator *nth sharp 
graphics ind crunchmgty realistic play that will put you into the middle of the 
action Fire siap shots, check opponents, make stick passes, block shots and 
score goals as you play cenlre on the league's newest team But the aefcon in 
SUPERSTAR ICE HOCKEY doesn 1 slop on the ice As coach and general 
manager you make trades, recruit players, conduct training camps, make line 
changes and call slraleg.es in your pusuil of the league championship C64 Disk 
£ 14 95 



CLUE BOOKS; at £7.95 each: BARDS TALE I, II OR III, BUCK ROGERS. 
CHAMPIONS OF KRYNN, CHAOS STRIKES BACK. CURSE OF A2URE BONDS, 
DRAGON WARS, DRAGONS OF FLAME. DRAKKHEN, DUNGEONMASTER. 
ELITE. ELVIRA, HILLSFAR. KEEF THE THIEF. MANIAC MANSION. MARS 
SAGA. MIGHT S MAGIC I. MIGHT & MAGIC II, NEUROMANCER. POOL OF 
RADIANCE. SENTINEL WORLDS. STARFLIGHT. SWORDS OF TWILIGHT, 
WASTELAND or ZAK McKRACKEN. 6S8 ATTACK SUB. INDIANA JONES ADV 
SECRET OF SILVER BLADES £8.95 each: ULTIMA III. IV. V or VI . 

Mail ordar only. Pleaac allow 28 days (or delivery Pltata maka cheques and postal 
orders payable to CINTRONICS LTD Frae post and packaging within the UK 
Europe add £2 par item Overseas £4 per item. 

CINTRONICS LTD, 16 Connaught Street, London W2 2AG. 



COMMODORE SUPPLIES 



C64 Power Supply 


£25.99 


C 128 Power Supply 


P.O.A 


+4 Power Supply 


£29.99 


CI 6 Power Supply 


£14.99 


C2N Dalacorder 


£24.99 


C64 Reset Cartridge 


£6.99 


54 Slimline Case 


£11.99 


C64 Parallel Converter 


£19.99 



C64 Serial Cable 


£5.99 


C-12 Blank Tapes <x40> 


£9.99 


801-803 Ribbon 


£4.99 


MPS 803 Tracior Untt 


£49.99 


64 Instruction Manual 


£9 99 


64 Scan* Lead 


£12.99 


VIC 20 Modulator 


£14.99 




- Only £22.50 

Intfudmg insurance. pAp etc send rnachine onfy 

To order send cheque/PO ic 
Omnidale Supplies, 23 Curzon Street, Derby. DE1 2ES. 

Tel: 0332 291219 
24HR CREDIT CARD HOTLINE 




DIAL-A-TIP CHEAT-LINE 



£*iDr.i£ for cheats, tips, pokes and 
jfjjk secrets on all computer 
(m«> and console games ring 
^■f* now on 

^« a/ 0898- lO-l 234 

PRIZES FOR BEST CHEATS, TIPS, ETC. 
Send to: P.O. Box 54, Southwest Manchester 
Ml 5 4LY 

Proprietor : Jacqueline Wright Please ask permission of the 
person who pays the bill calls charged at 33p per min 'Cheap 
rate' 44p per min at all other times. 




Back in Ihe days when Amiga does now, Commodore 
the Speccy was king software was rare on Ihe ground, 
and the C64 cost Most of the really good games 

almost as much as an were developed in the States and 

CES shows were eagerly 
watched for brilliant new games. 
And these games were the ones 
a brand new UK software house 
went after; Birmingham-based 
US Gold unsurprisingly started 
off importing the cream of 



American software. Now this 
glittering back catalogue is being 
exploited by US Gold's budget 
wing. Kixx. who are launching a 
series of budget compilations, 
teeing off with enough golf to 
keep even Lloyd Mangram 
happy! Kixx Multimix 1 includes 
World Class Leaderboard, 
Leaderboard and Leaderboard 
Tournament for £3.99. The next, 
slightly more varied pack 
includes a trio of real golden 
oldies; Beach Head. Beach Head 
2 and the notorious Raid Over 
Moscow which caused so much 
fuss back before Gorbymanla. 
Both packs are due for imminent 
release and to celebrate the 
occasion Kixx is offering some 
great prizes. 

For three lucky first-prize 
winners there's a pair of the 
latest in street fashion trainers 



(so remember to state your shoe 
size), and for twenty runners-up 
there's a choice of prizes, yes 
you can choose between 
Multimix 1 or 2, 

All you have to do to enter be 
in the running is answer these 
three questions; 

1) What do you call it in golf 
when you complete a hole one 
stroke under par? 

2) What's the biggest country in 
the world? 

3) In which country is Bondl 
beach? 

Just put the answers on the 
back of a postcard, or a sealed 
envelope and send it to 
Newsfield. KIXX MULTIMIX 
COMP. ZZAPl Ludlow, 
Shropshire SY8 1JW. Usual 
competition rules apply and 

entries must be received by June 
30th at the latest 




. . . HE'S IN TOWN WITH A FEW DAYS TO KILL 

AVAILABLE ON: 

AMIGA, ATARI ST, COMMODORE 64/128, 
SPECTRUM, AMSTRAD CPC, IBM PC & COMPATIBLES 

TM A ( 1991 Twentieth C+irtury Fo* Film Corporation All itgfitt i*t«rv*d 

IMAGF WORKS Irwin Houte MB SouthwaA Sum. London Sf 1 OSW T*l 071 926 1454 Fa* 071 -43 3494 



Act II Gamebusters 90% 46 (92) 
Am/Am 2 Encore 67% 70 (62) 
Act 2088 Cascade 58% 49 (27) 
Ac* Of ACM Kixx 85% 43 ( 1 29) 
Act Of A c*» US GoW 88% 20 (148) 
Acro(et MicroProse/US GoW 83% 15 (33) 
Action Biker: Clumsy Colin Mastertronic 
83% 4 (40) 

Action Fighter Firebird 39% 56 (6B) 
Action Force MAO 49% 49 (86) 
Action Fore* Virgin 60% 32 (26) 
Adidas Championship Football Ocean 
37% 64(12) 

Adventures Of Bond Basildon Bond, 

Tho Probe Software 43% 12 (34) 
Afterburner Activision 17% 47 (78) 
Afterburner The Hit Squad 20% 69 (60) 
Aftermath The Power House 27% 25 (31 ) 
After Tha War Dmarnic 43% 60 (76) 
Agent Orange A 'N' F 37% 23 (1 00) 
Airborne Ranger MicroPros© 73% 33 (164i 
Alrwotf Elite 88% 1 (54) 
Airwolf Encore 70% 44 (93) 
Aliens Activrsion 66% 25 (95) 
Aliens Eleclnc Dreams 8 1 % 24 (96) 
Alien Syndrome The Edge 90% 38 (80) 
Alleykat Hewson 89% 19 (128) 
Almazz The Edge 70% 2 (56) 
Altered Beast Actrvision 73% 56 (10) 
Alter Ego ActrviSKri 98% 13 (24) 
Alternate Reality The Dungeon Datasoft 
85% 31 (103) 

Alternative World Games Gremlin 

Graphics 86% 33(166) 

Amaurote Mastertromc 39% 28 (27) 

Amazing Spiderman, The Empire 42% 69 

(88) 

Amazon Warrior New Generation 51% 3 
(48) 

AMC Dinamic 39% 64(12) 

American Club Sports Mmdscape 62% 52 

(14) 

Anarchy Rack It 83% 31 (133) 
Andy Capp Mirrorsoft 69% 34 ( 14) 
Annals of Rome PSS 68% 33 (118) 
Antics Bug Byte 54% 2 (109) 
APB TengenDomark 90% 54 < 1 8) 
Apollo 16 Accolade/FJectromc Arts 81% 35 
(62) 

Aquanaut Power House 43% 40 (85) 
Aqua Racer BubW* Bus 66% 1 (42) 
Arac Addictive Games 93% 17 (16) 
Arcade Classics Firebird 90% 30 (107) 
Arcade Flight Simulator CodeMasters 41% 
52(58) 

Arcana New GeneratiorWugm 45% 18 
(104) 

Archon II (Adept) Ano'asolf Electrons Arts 
78% 14 (35) 

Arc Of Yesod rhor91% 11 (20) 
Arctic Antics Databyte 75% 27 (96) 
Arcticfox AnoJasoft 35% 22 (98) 
Arlcanold The Hit Squad 80% 59 (57) 
Arkanoid Imagine 80% 24 (39) 
Art Pandora Rtno 80% 13 (18) 
Armageddon Man Martoch 65% 31 (122) 
Armalyte Thalamus 97% 43 (24) 
Army Moves Imagine 75% 27 (34) 
Armourdilto Code Masters 14% 25 (84) 
Around the World in 80 Oays Pandora 
29% 44 (23) 

Artura Gremlin 10% 45 (14) 

Assault Machine NEXUS 59% 21 (34) 

Asterix And The Magic Cauldron 

Melbourne House 60% 19 (143) 

ATF Digital Integration 60% 37 (29) 

Athena Imagine 76% 31(17) 

Atomic Robokld Activtsion 82% 68 (84) 

Atomix Thaiion 76% 66 (22) 

ATV Simulator Code Masters 42% 34 (91) 

Aut Wiedersehen Monty Gremlin Graphics 

46% 26 (32) 

Auf Wiedersehen Monty Ktxx 58% 57 (49) 
Auto Duel Origin Systems 70% 29 (56) 
Avenger Gremlin Graphics 86% 22 (30) 
Avis Assassin Anoiasoft 70% 7 ( 1 00) 
Artec Challenge Top Ten 72% 30 (106) 

B-24 Flight Simulator SSI 90% 30 (71 ) 

Baal Psydapse 65% 52 ( 16) 

Bach To The Future Electric Dreams 32% 

12(31) 

Back To The Future II Imageworks 59% 66 
(96) 

Bad Cat GO! 37% 34 (75) 
Badlands TongeruDomark 41% 68 (81) 
Ballblazer Activiston 98% 6 (12) 
Ballistix Psyclapse 72% 58 (10) 
Bangkok Knights System 3 90% 32 (153) 
Barbarian Kixx 83% 57 (49) 
Barbarian Palace 87% 27 (88) 
Barbanan Psygnosi&rMelbourne House 
31% 43 (22) 

Barbarian II K»x* 78% 67 (38) 

Barbarian II Palace 96% 40 ( 14) 

Bard's Tale III Electron* Arts 61% 42 (46) 

Barry McGuigan's World Championship 

Boiing Activis*on 91 % 6 ( 108) 

Basil The Great Mouse Detective Gremlin 



Graphics 77% 33 (164) 

Batalyx Anoiasoft 94% 8 (12) 

Batman: The Caped Crusader Ocean 92% 

47 (32) 

Batman: The Caped Crusader The Hit 

Squad 89% 71 (55) 

Batman: The Movie Ocean 96% 55 (9) 
Battle Chess Electronic Arts 85% 56 ( 1 7) 
Battle Cruiser SSI 89% 27 (78) 
Battle For Normandy US Gold 74% 1 (113) 
Battle Island Novagen 41% 44 (31) 
Battleships Encore 81% 41 (111) 
Battles In Normandy SSG 90% 33 (116) 
Battlestatlons Addictive 35% 43 (127) 
Battle Valley Rack-it 91% 35 (98) 
Bazooka Bill Melbourne House 30% 21 
(191) 

BC's M: Grogg's Revenge US Gold 75% 2 
(24) 

BC's Quest For Tires Software Protects 
57% 1 (34) 

Beach Buggy Simulator Siiverbird 21% 41 
(113) 

Beach Head II Amencana 94% 32 (137) 
Beach Head II US Gold 90% 4 (20) 
Beamrider Activtsion/Firebird 51% 27 (35) 
Beat It Mastertronic 88% 34(91) 
Bedlam GO 1 40% 37 (80) 
Beer Belly Burt's Brew Biz Amencana 
32% 17(111) 

Better Dead Than Alien Efectra 66% 47 
(87) 

Beverly Hills Cop Tynesoft 68% 58 (12) 
Beyond The Forbidden Forest CosnWUS 
Gold 91% 18(16) 

Beyond The Ice Palace Elrte 78% 40 (13) 
Beyond The Ice Palace Encore 68% 61 
(46) 

Big Deal. The Anoiasoft 57% 24 (98) 
Biggies Mirrorsoft i8% 15 (37) 
Big Trouble In Little China Electric Dream* 
34% 26 (67) 

Bionic Commando CapcomVGO' 90% 39 
(12) 

Black Lamp Firebird 78% 36 (17) 
Black Magic US Gold 77% 30 (17) 
Black Tiger US Gold 64% 62 (68) 
Blackwyche Ultimate 53% 6 (36) 
Blade Runner CRL 39% 10 (88) 
Blagger Goes To Hollywood Alhgata 71% 
2(104) 

Blasteroids Imageworks 63% 48 (14) 

Blazer Nexus 63% 31 (13) 

Blinky s Scary School Zeppelin 72% 63 

(47) 

Blip Video Classics Siiverbird 15% 46 (91) 
Blitzkrieg Anoiasoft 55% 30 (72) 
Blockbusters TV Games 62% 36 (80) 
Blood Brothers Gremlin 39% 41 (23) 
Blood Money Psygnosrs 93% 63 (10) 
Blood If Guts Amencan Action 56% 23 
(112) 

Blood Valley Gremlin Graphics 23% 37 (30) 
Blue Angel 69 Gremlin 65% 58 (18) 
Blue Angels Accolade 61% 59 (12) 
Blue Thunder Encore 48% 53 (58) 
BMX Hyper Biker Simulator Tog Ten 19% 
36 j 102) 

BMX Kidz Firebird 79% 35 (97) 

BMX Simulator Code Master 83% 20 

(169) 

Bobby Bearing The Edge 93% 20 ( 1 36) 
Bobsleigh D>orta< Integration 58% 33 (14) 
Bob Winner Lonoets 1 2% 38 (27) 
Boing Hi Power 9% 61 (46) 
Bombfusion Mastertronic 32% 49 (86) 
Bombjack Elite 47% 14 (28) 
Bombjack Encore 54% 42 ( 1 1 3) 
Bombjack II Elite 80% 22 (99) 
Bombjack II Encore 81% 51 (28) 
Bombo H no 47% 15 (28) 
Bombuzal Imageworks 97% 44 (18) 
Bone Cruncher Superior Software 56% 34 
(25) 

Booty Firebird 16% 15(105) 
Boulderdash/ll Pnsm 96% 30 (106) 
Boulderdash III American Action 93% 15 
(24) 

Boulderdash Construction Kit First 
Star/Databyte 97% 20 (176) 
Bounces Beyond 86% 14 ( 1 14) 
Bounder Gremfm Graphics 97% 10 (20) 
Bounty Bob Strikes Back US Gold 89% 1 
(38) 

Brain Storm Firebird 94% 39 (68) 
Bravestarr GO< 28% 35 (30) 
Breakdance Amencana 35% 15 (98) 
Breakihru US Gold 19% 22 (122) 
Bnan Bloodaxe Tt>e Edge 18% 4 (99) 
Brian dough's Football Fortunes COS 
93% 23 (49) 

Brian Jacks' Superstar Challenge Manoch 
78% 2 (71 ) 

British Super League Curl 60% 61 (45) 
Bruce Lee Amencana 92% 40 (86) 
Bubble Bobble Firebird 97% 30 (12) 
Bubble Bobble Sitverbird 98% 43 (126) 
Bubble Ghost Infogrames 62% 44 (28> 
Buck Rogers US Gold 38% 1 (58) 



Buffalo Bill s Rodeo Games Tynesoft 00% 
54(72) 

Buggy Boy Elite 97% 32 (20) 
Buggy Boy Encore 90% 59 (56) 
Bulge, The Argus Press Software 63% 3 
(44) 

Bulldog Gremlin Graphics 60% 21 (192) 
Bushido Firebird 74% 56(12) 
Butcher Hill Gremlin 52% 48 (28) 
By Fair Means or Foul Supenor Software 
66% 45 (26) 

Cabal Ocean 89% 56 (71) 
Californta Games Kixx 82% 67 (37) 
California Games Epyx/US Gold 97% 29 
(18) 

Camelot Warriors Anoiasoft 44% 21 (184) 
Camelot Warriors Mastertronic 50% 47 
(61) 

Captain America GO* 36% 32 (150) 
Captain Blood infogrames 77% 44 (1 7) 
Captain Kelly Qutckstfva 30% 20 (168) 
Captain Kidd Bug Byte 32% 13 (30) 
Captive Mastertronic 61% 4 (42) 
Captured Amencan Action 34% 21 (187) 
Card Sharks AccoJade/Electrontc Arts 87% 
37(17) 

Carrier Command Raintard 64% 62 (18) 
Castle Master Incentive/Domark 93% 61 
(16) 

Castles Of Doctor Creep, The Anoiasoft 
65% 7 (34) 

Cauldron Palace Software 87% 1(110) 
Cauldron Siiverbird 81% 44 (90) 
Cauidron II Palace Software 94% 14(16) 
Cauldron II Sitverbird 72% 44 (91 ) 
Caveman Ugrvlymplcs EA Star Performer 
79% 70 (62) 

Caveman Ugh-lympics Electron*: Arts 80% 
45 (28) 

Caverns Of Eriban Firebird 25% 17 (121) 
Caverns Of Sillahc Interceptor 60% 1 (56) 
Centurions Reaktor 53% 30 (25) 
Challenge Of The Gobots Reaktor 44% 28 

(33) 

Chameleon Electnc Dreams 84% 23 (17) 
Champ, The Line! 74% 59 (11) 
Championship Sprint Electric Dreams 24% 
37 (76) 

Championship Wrestling Epyx/US Gold 
80% 22 (32) 

Chase HQ Ocean 53% 58 (14) 
Cheap Skate Siiverbird 64% 44 (49) 
Chernobyl Syndrome US Gold 68% 37 
(75) 

Chicago 30s US Gold 42% 49 (72) 

Chickin Chase Firebird 79% 3 (76) 

Chimera Firebird 70% 9 (26) 

Chip's Challenge US GokJ 86% 69 (85) 

Cholo Firebird 62% 25(28) 

Chopper Creative Sparks' Sparklers 56% 3 

(44) 

Chubby Gristle Grandslam 26% 40 (24) 
Chuck Yeager's AFT Electronic Arts 95% 
33(34) 

Ciphoid 9 Monarch 18%3(108) 

Circus Attractions Rainbow Arts 70% 51 

(«) 

Circus Circus Firebird 28% 3 (38) 
Circus Games Tynesoft 4 1% 46 (83) 
Citadel Electnc Dreams 91% 52 (10) 
Clean-Up Service Players 80% 30 006) 
Clean Up Time Players 75% 19 (135) 
Cloud Kingdoms Logotron 80% 61 (14) 
Clever and Smart Anoiasoft 24% 34 (76) 
Cobra The Hrt Squad 13% 56 (50) 
Cobra Ocean 1 3% 22 (88) 
Code Hunter Firebird 83% 35 (98) 
Codename Mat II Oomark 40% 6 (20) 
Collapse Firebird 85% 18 (114) 
Colony Bulldog 22% 28 (26) 
Combat Leader US Gotd 63% 1 (114) 
Combat Lynx Encore 48% 44 (93) 
Combat School The Hit Squad 93% 59 (57) 
Combat School Ocean 91% 33 (11) 
Comet The Firebird 38% 14(111) 
Comic Bakery Imagine 35% 12 (25) 
Commando Elite 77% 10 (26) 
Commando Encore 49% 44 (92) 
Con an Americana 28% 15(102) 
Conan US Gold 32% 3 (69) 
Confuzion Incentive 89% 4 (95) 
Con-Quest MAO 15% 25 (100) 
Continental Circus Virgin 74% 55 (17) 
Convoy Raider Gremlin Graphics 28% 29 
(102) 

Cops *N' Robbers Atlantis 9% 7 (37) 
Core AW F 37% 16(96) 
Corporation Activtsion 62% 37 (18) 
Cosmic Causeway Gremlin Graphics 93% 
33(159) 

Cosmic Pirate Byte Back 85% 55 (49) 
Cosmonaut Code Masters 46% 30 (106) 
Crackdown US Gold 88% 60 (10) 
Crary Comets Martech 84% 8 (35) 
Crazy Paving Top Ten 10% 40 (86) 
Creatures Thalamus 96% 68 (18) 
Critical Mass Dureil 59% 11 (42) 
Crusade In Europe US Gold 65% 7 (46) 
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Crystal CastJM Kixx 65% 55 (60) 
Crystal Castles US Gold 45% 21 (175) 
Curse Of Ra, The Rainbow Arts 36% 70 

Curse Of Shjrwood Mastertrorac 43% 27 
(105) 

Cyberball TengenrDomark 78% 70 (18) 

Cy be moid Hewson 93% 37 (24) 

Cybemoid II Hewson 91% 43 (16) 

Cyber One Sparklers 29% 25 (100) 

Cyborg CRL 45% 26(25) 

CyluF«robKd65%6(26) 

Cyruss II Chess AHigata N/A 23 (92) 

Daley Thompson's Olympic Challenge 

The Hrt Squad 65% 66 (39) 

Daley Thompson's Olympic Challenge 

Ocean 79% 42 (25) 

Daley Thompson's Decathlon The Hil 

Squad 40% 53 (57) 

Daley Thompson's Superlesl The Hit 

Squad 73% 64 (46) 
Dambusters US GokJ 78% 2 (74) 
Dambusters US Gold 81% 3 (66) 
Dan Dare Virgin 94% 19 (26) 
Dan Dare II Virgin 83% 36 (8?) 
Dan Dare III Virgin 60% 58 (68) 
Dandy Etoctnc Dreams 28% 23 (33) 
Danger Freak Rainbow ArtsOJS Gold 49% 
50 (82) 

Danger Mouse In Double Trouble 

Sparklers 30% 17(120) 
Dante's Inferno Beyond 66% 20 (29) 
Dark Castle Mirrorsoft 41% 40 (80) 
Dark Side Incentive 90% 40 (78) 
Dark Tower Melbourne House 41% 1 (56) 
Days Of Thunder Mindscape 52% 69 (20) 
Deactivators Anotasof! 82% 19 (1 16) 
Death Or Glory CRL 37% 26 (84) 
Death Race Atlantis 40% 30 ( 106) 
Deathscape Starlight 55% 27 (93) 
Deathwake Quicksilva 66% 11 (23) 
Deathwish III Gremlin Graphics 64% 29 
(93) 

Decathlon Firebtfd 76% 26 (93) 
Deceptor US Go*d 80% 29 (90) 
Decisive Battles of the American Civil 
War SSG'Eiectroroc Arts 90% 42 (45) 
Deep Strike Encore 61% 52 (58) 
Deep, The US Gold 38% 49 (72) 
Defcom Bug Byle 22% 31 (134) 
Defcom Qui Asilva 35% 22 (87) 
Defender Of The Crown Mirrorsoft 94% 2B 
(98) 

Defenders Of The Earth Emgma Vanauons 
43% 63 (12) 

Deflektor Gremlin Graphics 81% 34 (20) 
Deliverance Power House 43% 30 (106) 
Deliverance Stormlord II Hewson 79% 66 

(16) 

Delta Kixx 74% 68 (48) 
Delta Thalamus 74% 24 (102) 
Deluxe Monopoly Leisure GeniusVrrgm 
73% 39 (73) 

Demon Stalkers Electronic Arts 65% 35 
(64) 

Denarius Firebird 57% 29 (96) 
Desert Fox US Gold 87% 10(84) 
Desolator US Gold 4 1 % 40 (29) 
Destroyer Epyx/US GoW 85% 22 (34) 



Irve Grand Slam 78% 27 
Mid Dusbny 22% 42(16) 
i'a Diamonds Atlantis 22' 
ird AtfWmft 70% 63 <9) 
ugUSGold 54% 4(66) 
wy CRl 77% 32(11) 
Code Masters 48% 41 (ii 
Varrior Artronics 74% 48 



Dogfight 2187 Starlight 41% 27 (28) 

Dominator System 3 75% 53 (79) 

Donkey Kong Imagine 60% 21 (183) 

Doomdarks Revenge Beyond 95% 14 (33) 

Donath Virgin 47% 6 (16) 

Double Dragon Masledromc Plus 23% 70 

(62) 

Doubfe Dragon Melbourne House 15% 46 

(20) 

Double Dragon II Virgin 72% 57 (18) 
Double Take Ocean 48% 23 (16) 
Double, The Scanatron 17% 23 (49) 
Doughboy US Go'd 16% 7 (32) 
Oraconus Zeppebn 92% 38 (94) 
Dragon Breed AdwisMn 79% 69 (14) 
Dragon Nmja Imagine 87% 47 (26) 
Dragon Skull* Ultimate 49% 11 (37) 
Dragon's Lair Encore 51% 62 (46) 
Dragon's Lair Software Projects 69% 17 
(26) 

Dragon Spirit Tengerv'Domark 24% 57 (70) 
Dragonttrlke SSI/US Gokl 69% 71 (7) 
Dream Warrior US Gold 49% 40 (81 ) 
Driller Incentive 96% 33 (12) 
Droid Dreams Bug Byte 13% 35(102) 



Droids Angtosoft 46% 17 i38) 

Dropzone US Gold 95% 3 1 18) 

Druid Firebird 88% 18 (18) 

Duel, The: Test Drive II Accolade 77% 51 

(16) 

Dynamic Duo Firebird 19% 48 (16) 
Dynamite Dan Mirrorsoft 80% 9 (16) 
Dynamite Oan Silverfrrd 79% 44 (91) 
Dynamite Dux Activis*on 57% 59 (78| 
Dynasty Wars US Gold 62% 63 ( 14) 

Eagles Hewson 47% 27 ( 106) 
Eagle s Nest Players 91% 46 (93) 
Earth Orbit Stations Electron* Arts 40% 
32(149) 

Echelon Accesses Gold 81% 38 (12) 
Edd The Duck Impure 70% 70 (82) 
Eidolon, The Aciw»s*on 97% 10 (28) 
Election Virgin 66% 28 ( 1 9) 
Electrosound Orpheus 97% 8 (88) 
Elektraglide English Software 38% 13 (23) 
Elevator Action Gutcksilva 29% 25 <?5) 
Elidon Orpheus 83% 4 (46) 
Eliminator Hewson 74% 48 (27) 
Eliminator Players 71% 71 (55) 
Elite Firebird 95% 1 (16) 
Emlyn Hughes Arcade Quiz Audiogenic 
54% 69 (86) 

Emtyn Hughes International Soccer 

Audiogenic 90% 43 (29) 

E motion US Go*d 79% 60 ( 72) 

Empire Firebird 76% 14 (112) 

Empire Strikes Back Domark 74% 41 (26) 

Enduro Racer Activison 16% 27 (86) 

Enduro Racer The Hit Squad 59% 53 (57) 

Enforcer Power House 74% 30 (107) 

Enigma Force Beyond 65% 11 (43) 

Enlightenment: Druid II Hrebtrd 85% 31 

(129) 

Entombed Ultimate 93% 3 (22) 

Equaliser The Power House 60% 25 (89) 

Equinox Mikio-Gen 63% 18 (1 10) 

Erebus Virgin 56% 23 (35) 

Escape From Singe's Castle Encore 70% 
64(47) 

Escape From Singe s Castle Software 
Projects 90% 22 (78) 
Escape From The Planet Of The Robot 
Monsters Domark 68% 62 ( 1 7) 
Espionage Grandslam 41% 46 (16) 
Estra Firebird 43% 2 (54) 
ESWAT US Gold 49% 70 (84) 
European 5-A-Side Sdverbird 15% 41 (113) 
Evening Star Hewson 67% 30 (93) 
Everyone's A Walty Mikro-Gen 82% 2 (50) 
Every Second Counts Domark 52% 40 
(80) 

Exolon Hewson 64% 29 <28) 
Exploding Fist ♦ Firebird 68% 46 (17) 
Explorer E*eclnc Dreams 13% 24(106) 
Express Raider US Gold 60% 24 (28) 
Eye Prism Letsure 32% 34 (82) 
Eye Of Horus Logotron 75% 57 (75) 
F-14 Tomcat Activis*on 67% 40 (83) 

F-16 Combat Pilot Digital Integrals 76% 
63(76) 

FA Cup Football Virgin 71% 12(33) 
Fairlight The Edge 90% 14 (116) 
Falcon Virgin 49% 28 (94| 
Falcon Patrol II Bug Byte 63% 23 (113) 
Fast Break Acoo'ase'Efettra , Aisfl8% 



Feud BuftJog 50% 26 tf8) 
Fiendish Freddy's Btg Top O Fun 

Mindscaj- ■■ ' 61 ^ 18) ^ 
Frtth Axis, The Ac:iv:sion 70% 24 f 112) 
Fifth Gear Rack-H 78% 44 (44 
Fifth Quadrant Ricochet 32*r 39 ^67) 
Fighter Bomber . 59 

Fighter Pilot &lvertornj 60% 44 (9 1 ) 
Fighting Warrior Melbourne House 45% 9 

Fight Night US Gold 93% 10 (18) 
Final Assault Epyx'lnfogrames 41% 44 (20) 
Finders Keepers Mastertronic 90% 5 (36) 
Firefly Special FX/Ocean 79% 36 (11) 
Firelord Hewson 68% 22 [28) 
Firelord Piayers 62% 71 (55) 
Firepower MicrcMitusions 55 (18) 
Firetrack Eieclnc Dreams 88% 24 (24) 
Firetrap Electric Dreams 74% 34 (77) 
First Strike EMe 80% 54 (9) 
First Strike Encore 90% 66 (39) 
FJst II Melbourne House 39% 20 ( 1 56) 
Five'A-Side Football Antrog 60% 5 (23) 
Flash Gordon MAD 69% 21 (28) 
rlimbo's Quest System 3 80% 66 (14) 
Flintstones Grandslam 40% 40 (28)* 
Floyd The Droid Ancrtasofl 62% 17 (26) 
Flunky Piranha 68% 30 ( 1 1 ) 
Flying Shark Firebird 63% 34 (11) 
Footballer The Cull 20% 61 (45) 
Footballer Of The Year Gremlin Graphics 
64% 23 148) 



Footballer Of The Year || Gremlin 71% 58 
(11) 

Football Manager II Addictive 71% 41 118) 
Forbidden Forest Top Ten 82% 30 (1 10) 
Force One Firebird 48% 28 (95) 
Force. The Argus Press Software 68% 14 

(37) 

Forgotten Worlds Capcom/US Gold 93% 
49 (75) 

Formula One Simulator Mistemorwc 54% 
17(112) 

Four Soccer Simulators Code Masters 
24% 48 (68) 

Fourth Protocol. The Hutchinson Computer 
Publishing 95% 4 (96) 

Foxx Fighis Back Imageworks 79% 43 (27) 
Frak! Statesoft71% 1 (H2) 
Frank Bruno's Boxing Eure 69% 8 1 18) 
Frankie Goes To Hollywood Ocean 97% S 

(28) 

Freaky Factory Firebird 28% 17 (109) 
Freddy Hardest Imagine 42% 34 (26) 
Frenesis Mastertroruc 43% 30 (110) 
Friday The 13th Domark 13% 10(37) 
Frightmare Cascade 33% 37 (72) 
Frost Byte Mikro-Gen 76% 27 (100) 
Fruit Machine Simulator Code Masters 
18% 35(100) 

Fungus Player* 80% 19 (124) 

Further Adventures of Alice In Videoiand 

Bug Byte 3% 30 (110) 

Fury Martoch52%42(16) 

Future Knight Gremlin Graphics 69% 23 

124) 

Galactic Games Activision 42% 34 (18) 
Galaxibirda Ftrebtrd 60% 17 (1 12) 
Galaxy Force Atfrviswn 56% 65 (12) 
Gallvan Imagine 53% 21 (33) 
Game Over Imagine 68% 29 (108) 
Game Over II Dinamic 58% 45 (33) 
Games — Summer Edition US Gold 49% 
44(32) 

Games — Winter Edition US Gold 76% 40 
(73) 

Gaplus Mastertronic 71% 46(91) 

Garfield The Edge 79% 35 (93) 

Gary Lineker's Hotshot G'emhn 53% 49 

(79) 

Gary Lmekers Super Soccer Gremlin 

Graphics 74% 34 (28) 

Gary Lineker Superskills Gremlm 59% 45 

(33) 

Gates Of Dawn Virgin 64% 3 (104) 
Gauntlet Kixx 80% 43 (129) 
Gauntlet US Gold 93% 22 (20) 
Gauntlet II US Gold 81% 35 (11) 
GeeBee Air Rally Activrsion 57% 37 (18) 
Gemini Wings Maslertronic Plus 63% 70 
(62) 

Gemini Wings Virgin 65% 53 (14) 
Gemstone Healer SSI 61% 39 (44) 
Geoff Capes' Strongman Challenge 

Martech 33% 13(38) 

Gerry The Germ Firebird 39% 12 (30) 

Gertie Goose Reelax 14% 10 (92) 

GFL Champion Football Adivision 82% 27 

(38| 

Ghettoblaster Virgin 69% 3 (62) 
Ghostbustert II Aciivisw 39% 58 (18) 
Ghost Chaser US Gold 63% 6 (107) 
Ghost Hunters Code Masters 35% 47(61| 
Ghosts N 1 Goblins Ehte 97% 17 (18) 
Ghosts 'N' Goblins Encore 94% 44 (90) 
Ghosts Goblins Encore 97% 54 (66) 
Ghouls 'N' Ghosts US Go*d 96% 57 (16) 
Gilbert — Escape From Drill Again Again 
40% 51 (13) 

Give My Regards To Broad Street Argus 

Press Software 65% 1 (68) 

Glider Pilot CRL 31% 2(112) 

Glider Rider Qutckstfva 71% 20 (160) 

Gods & Heroes Power House 84% 26 06) 

Go For Gold *nencana 95% 15(100) 

Golden Axe Virgin 96% 67 (10) 

Golf Construction Set Anolasoft 79% 15 

(40) 

Golf Master Rack-It 45% 47 (64| 

Goonies US Gold 67% 9 (34) 

Gothik Firebird 44% 38 (14) 

Graham Gooch's Test Cricket AudJoqemc 

73% 5 (105) 

Grand Monster Slam Ratnbow Arts 7t% 51 
(74) 

Grand Prix Circuit Accolade 79% 48 (59) 
Grand Pnx Simulator Code Masters 59% 
34(93) 

Grange Hill Grand Slam 19% 25 (92) 
Great American Cross-Country Road 
Race, The Activision 77% 5(108) 
Great Escape, The Th* Hit Squad 90% 58 

(50) 

Great Escape. The Ocean 89% 27 ( 104) 
Great Giana Sisters Rainbow Artsr'GO* 
96% 39 (18) 

Green Beret Imagine 93% 16 (16) 

Greg Norman's Ultimate Golf Gremlin 75% 

67 (20) 

Greyfell Starlight 30% 27 (97) 
Gribbly's Day Out Hewson 90% 3 (96) 



Deja Vu Mmdscape/Minorsoft 81% 34 (4i| 
Demons From The Darkstde Con pass 
35% 37 139) 

Demon * Winter SSL'US Gold 70% 53.(211 
Diplomacy Virgin 80% 70 (4 1 ) 
Doomdark's Revenge Beyond 95% 14 |34) 
Dracula CRL 59% 21 { 1 39) 
Dragon Wars Interplay 90% 58 (22) 

Emerald Isle Level 9 85% 1 (72) 

Eternal Dagger, The SSUUS GoW 86% 38 

(44) 

Falkland! 82 PSS 34% 10(105) 
Fantastic Four. The US Gold 62% 15 (72) 
Faerie 8th Day 60% 9 ( 108} 
Faery Tale Adventure 

McroiHuSions'MediaqenJc 23% 49 (37) 
Fields Of Fire SSI-US GoW 96% 12 ( 104) 
Fish Magnetic Scrolls/Rambird 88% 48 (32) 
Football Frenzy Alternative Software 41% 
35(49) 

Force. The Argus Press Software 68% 14 

(37| 

Frankenstein CRL 75% 28 (39) 

Gems; Citadel Of Corruption DtgHai 

Dynamite 61% 63(24| 

Gemstone Healer SSl/US GoW 80% 39 

(44| 

Germany 1985 SSL'US Gold 97% 11 (95) 
Gnome Ranger Level 9 87% 32 (43) 
Grand Larceny Melbourne House 52% 2 
(63) 

Graphic Adventure Creator incentive 97% 
17 (70) 

Gremlins Advontufe international 80% 2 
(61) 

Guadalcanal Aclivision 72% 34 <52) 
Guild Of Thieves Magnetic ScrollVRainbtrd 
90% 29 (47) 

Gunslinger DatasoffcUS GoW 44% 35 (49) 

Halls Of Montezuma SSG 78% 51 (62l 
Helm, The Firebird 73% 3 (84) 
Herakles — The Early Trials Tunstaltenft 
70% 23 (66) 

Htgh Frontier Actrvtsion 74% 31 (123) 
Hillsfar SSUUS Gold 80% 50 (81) 
Hitchhiker's Guide To The Galaxy Infocom 

74% 3 (84) 

Hobbit, The Melbourne House 75% 1 (73) 
Hollywood Hijinjr In'ocorrvActrviSion 90% 
25 (61) 

Hulk, The Americana 65% 17 (73| 
Hunchback; The Adventure Ocean 60% 
17(72) 

Ice Station Zero 8th Day 52% 9 (108) 
imagination Firebird 76% 24 (70) 
Ingrtd's Back Level 9 91% 46 (34) 
inheritance, The Wogrames WA 20 ( 101 1 
Intrigue MirrorsoR 83% 39 |62l 
Iwo Jima PSS 39% 13 (81) 

Jack The Ripper CRL 78% 34 (43) 
Jewels Of Darkness Level 9/Rambtrd 92% 
17(74) 

Jmxter Magnetic ScroWs/Rainbtfd 93% 35 
(48) 

Johnny Reb II Luihlonen 82% 19 (43) 

Kaylelh US Gold 69% 22 (44 k 

Kentilla Mastertronic 90% 14 (73) 

King s Bounty New World/US GokJ 80% 68 

(43) 

Knight Ore Level 9 81 % 33 (77ft 

Knights Of Legend OngtrVMindscape 71% 

60 (24) 

Knights Of The Desert SSI/US GoW 79% 

14 (40) 

Kobyashi Naru Mastertronic 62% 25 (62) 
Kwah!! Melbourne House 60% 20 1 102) 

Laser Squad Blade Software 83% 53 (40) 
Leather Goddesses Of Phobos Infocom 
91% 20 (107) 

Legend Of Blacksilver, The Ef it/US Gold 
87% 47(45) 

Lords Of Chaos Blade Softwam 91% 67 
(42) 

Lords Of Conquest Electronic Arts 86% 32 
(60) 

Lord Of The Rings Melbourne House 85% 
12(76) 

Lost City, The Step One 23% 4 (85) 
Lucifer's Realm US GoW 58% 13 (69) 
Lurking Horror infocom; Acti vision 90% 28 
(38) 

Magician's Ball. The Global Software 75% 
8(106) 

Mandragore Infogrames 65% 16 (69) 
Mars Saga Electronic Arts 76% 45 (5 1 ) 
Masquerade US Gold 59% 10 (69) 
Masters Of The Universe 

Adventuresoft'US GoW 35% 24 (69) 
Mindfighter Abstract Concepts 61% 41 (48) 

Mindshedow Actwon 60% 1 (74) 



Mindshadow (Cass) Activtsion 75% 9 ( '0/i 
Mission Asteroid US GoW WA 13 (68) 
Moonmist Infocom 91% 22 (43) 
Mordon * Quest Melbourne House 65% 4 
(85) 

Mordon's Quest Melbourne House 83% 40 
(41) 

MUO Virgin 27% 39 (61) 

Murder Off Miami CRL 81 % 24 (7 1) 

Mystery Of The Lost Sheep. The Central 

Computing 60% 24 (71) 

Mystery Voyage CoUeen 30% 16 (71) 

Myth Magnetic Scroite'Offiaat Secrets 76% 

54(31) 

Necris Dome Code Masters 60% 26 (62) 
Neuromancer Inter play/Electron* Aits 84% 
46(21) 

Never Ending Story. The Ocean 65% 6 
(107) 

Nine Princes in Amber Tetanum 83% 12 
(74) 

Nord & Bert Infocom 57% 33 (79) 
Norway 1965 SSI/US GoW 85% 12 \ 102) 
Not A Penny More, Not a Penny Less 

Domark 58% 34742) 

Odyssey. The Duckworth 65% 13 (70) 
Og re Ongirv'MtcroProse 86% 33 ( 1 1 7) 
Okinawa PSS 64% 35 (55) 
Overrun! SS« 80% 51 (61) 



Grenadiers SSI'US Gold 81% 39 



Pander Strike SSl/US Gold 78% 44 ( 180) 
Pawn. The Rambird 95% 20 (108) 
Perry Mason - The Case Of The 
Mandarin Murder Telartum 87% 12 (75) 
Phalsburg infogrames 47% 30 (43) 
Philosopher s Stone Anolasoft 56% 18 
j74) 

Pilgrim. The CRL 58% 14(76) 
Plundered Hearts infocom 90% 33 (78) 
Pool Of Radiance SSl/US Gold 60% 44 
(127) 

Price Of Magtk. The Level 9 85% 15 (70) 

4 

Quann Tulla 8m Day 59% 9 (108) 

Quest For The Golden Eggcup P The Smart 

EggJ Mastertronic 75% 42 (41) 

Quest For The Holy Gratt Mastertron*c N/A 

9d09) 

Questron SSl'US GoW 91% 12 (101) 
Questron SSl/US GoW 81% 40 (46) 

Rebel Planet US Gold 52% 18 (75) 
Redhawk Melbourne House 58% IS (70) 
Red Moon Level 9 90% 6 (77) 
Rigel'a Revenge Mastertronic 75% 34 (43) 
Ripper Eclipse Software 50% 1 (74) 
Risk Leisure Genius 61% 45 (34) 
Robin Of Sherwood Adventure 
international 70% 7 (84) 
Russia SSG 91% 32 (59) 

Scapeghost Level 9 97% 56 (39) 

Scoop! Sentien: 32% 8 (81 ) 

Scroll Of Akbar Khan. The Step One 19% 

4(85) 

Seabase Delta Firebird 85% 15 (73) 
Search For The Secret Of Life Incentive 
29% 32 
(43) 

Search For The Titanic CRL 50% 59 (24) 
Seas Of Blood Adventure International 75% 
9(106) 

Secret Diary Of Adrian Mole. The Mosaic 
75% 8 (108) 

Secret Of The Silver Blades SSl/US GoW 

48% 67 (43) 

Shadows Of Mordor Melbourne House 
55% 27 (48) 

Shard Of Spring SSl/US GoW 88% 29 i55| 

Sherlock — The Riddle Of The Crown 

Jewels Infocom 81% 37 (37) 

Silent Service MicroPros^ US GoW 88% 13 

(82) 

Silicon Dreams Trilogy Level 9/Rainbird 

90% 22 

(44) 

SimClty Infogrames 76% 58 (11) 
Skegpool Rock Top Ten 49% 36 (38) 
Snow Queen, The Si Brides 60% 12 (74) 
Sorceror infocom 65% 2 (64) 
Sorcerer Lord PSS 85% 38 (40) 
Souls Of Darkon Task Set 40% 11 (62) 
Spellbreakor infocom 92% 12 (74) 
Standing Stones Anolasoft 62% 16 (70) 
SUrcross infocom 94% 7 (83) 
Starcrost Infocom 88% 40 (42) 
Starfhght Electronic Arts 83% 61 (22) 
Star Trek: The Promethean Prophecy 
MGA SoftCat'Simor and Schuster 81% 55 
(20) 

StationfaM Infocom 87% 31 (42) 

Storm Across Europe SSl/US GoW 94% 

51 (60) 

Subsunk Firebird 42% 3 (84) 
Super Gran Tynesoft 2*% 4 (84) 



Suspect Infocom 89% 9 (108) 
Suspended infocom 91% 41 (47) 

Tank Attack CDS 80% 52 (39) 

Tass Times in Tone Town Anolasoft 95% 

19 (55) 

Temple Of Apshai Trilogy. The U > - * 

9(129) 

Temple Of Terror Adventuresoft/US GoW 
35% 28 (38| 

Terrormolinos Melbourne House 68% 8 
(108) 

Tigers In The Snow SSl/US Gold 82% 13 
(80) 

Time And Magik Level 9 68% 38 (36) 
Time Search Duckworth 20% 2 (62) 
Times Of Lore OngtrVMicroProse 80% 46 
(13) 

Tobruk PSS 70% 34 (51) 

Tower Of Despair Games Workshop 76% 

40 (41) 

Tracer Sanction. The Activision 60% 1 (74) 
Treasure Island Mastertromc 64% 28 (37) 
Trollbound Ouestlire 59% 12 (75) 

Ultimi IV US GoW 90% 13 (67) 
Ulystes US Gold 4f % 8 1 107) 

Valkyrie 17 Ramiarr Corporation 6/% 1 
(71) 

Valkyrie 17 Ramjam Corporation 70% 41 
(46) 

Velnor's Lair Atlantis GoW 52% 5 (71) 
Very Big Cave Adventure. The CRL 75% 

15(69) 

Vietnam SSI'US Gold 92% 19 i44) 

Wargame Construction Kit SSl/US GoW 
79% 41 (57) 

War In Middle Earth Melbourne House 69% 
48(66, 

War Of The Lance SSI'US Gold 80% 61 
122) 

Wasteland Electron*: Arts 95% 41 (56) 
Werewolf Slmuiator Top Ten 56% 36 (37) 
Wild West Anotasoft 65% 10 (74) 
Windwalker Origin 39% 60 (22) 
Winter Wonderland Incentive 59% 23 (65) 
Wishbrtnger Infocom 86% 10 (66) 
Witch Hunt Classic Quests 68% 31 (41 ) 
Witch's Cauldron Mikro Gen 65% 1*(73) 
Wizard And The Princess. The An 
American Adventures 15% 7 (85) 
Wiz Bit Atiemai'tfe 33% 41 (47) 
Wolfman CRL 79% 37(38) 
Worm In Paradise Level 9 90% 10 (71) 
Zak McKraken And The Alien 
Mindbenders Lucasfilm'US Gold 93% 47 
(70) 

Zodiac incentrve 46% 32 (43) 
Zombi Ubi Soft 72% 67 (43) 
Zork I. II AND IN infocom 92% 4 (86) 
Ziznz Mastertronic 38% 11 (63> 

crniicpci 

A-10 Tank Killer Dynamic S<erra OrvLine 
90% 70(41) 

Arthur infocom 94% 54 (30) 

Balance Of Power: The 1990 Edition 

Mmdstape 90% 51 159j 

BAT Utt Soft 68% 71 (35) 

Battle Chess E become An* 85% 45 (98) 

Batllemaster PSS Mirrorsoft 58% 68 145) 

Batttetech Infocom 45% 51 (50) 

Betrayal RamNrd 68% 70 (41 j 

Bloodwych Data Disks — Volt 

Imageworks 88% 62 ( 1 9) 

Breach Artronic 43% S3 (38) 

BS5 Jane Seymour Gremlin 81% 67 (44) 

Buck Rogers Vol 1 — Countdown To 

Doomsday SSi'US Gold 92% 69 (40) 

Captive Mmdtcape 91% 69 (43) 
Carthage Psygnosis 66% 70 (4 1) 
Chronoquest Psygnosis 78% 45 (51) 
Chronoquest II Psygnosrs 85% 62 (20| 
Code-Name: Iceman Sierra On- 
Lme'Mediageniu 60% 66 (53) 
Colonel s Bequest. The Sierra On* 
Line^Wechaoenic 79% 66 (47) 
Colony, The Mmdscape 78% 62 t20) 
Conflict IC Blitz 81% 70 (41) 
Conquests Of Camelot Sierra On- 
Lme/Mediagen»c 88% 65 (21 1 
Corporation Coro 62% 68 (44) 
Corruption Magnetic Scrolls Ramturd 81% 
41 (44) 

Crash Garrett ERE 

Intrjrnational/lnfogrames 76% 44(128) 
Curse Of The Azure Bonds SSl/US Gold 
71% 69 (41) 

Day Of The Viper Accolade 79% 60 (22) 
Demon's Tomb: The Awakening 

Melbourne House 76% 60 (20) 




Demon's Winter SSUUS Gold 64% 53 (21) 
Oeja Vu I: Lost In Lit Vegas 

Icom/Mtndscape 92% 52 (29) 
Dragonfiighl Thalwn 69% 67 (45) 
Dragon's Breath Palace 91% 61 (19) 
Dragon's Of Flam* US Gold 36% 59 (23) 
Dragon Wars Interplay' Electronic Arts 85% 
71 (35) 

Drakkhen Infogrames 96% 58 (21) 
Dream Zone Baudvtiie 39% 46 (33) 
Dungeon Master FTUMirrorsoft 98% 48 
(60) 

East Vs West/Berlin 1948 Timewarp 
Software/Rainbow Arts 35% 66 (49) 
Elvira, Mistress Of The Dark Accolade 
90% 71 (35) 

Faery Tele Adventure 

Microitlusions/Medtagemc 76% 43 
(32) 

Fire Brigade Panther Game&'M'ndscape 
90% 53 (39) 

Fish Magnetic Scrolls; RgfelMrd 93% 44 
(132) 

Full Metal Planete Infogrames 84% 59 (71) 
Future Wars: Time Travellers Delphine 
Software/Palace 91% 58 (23) 

Galdregon s Domain Pandora 70% 48 (68) 
Golden Fleece. The i7Bit Software 69% 
62 (24) 

Gold Rush Sierra On-UncMediagemc 68% 
51 (49) 

Grimblood 16 Blitz 71% 64 (23) 

Harpoon Three-Stxty/PSS 81% 71 (35) 
Heroes Of The Lance SSI/US Gold 40% 47 
(72) 

Hero's Quest: So You Want To Be A Hero 

Sierra On-Lme'Mediagenic 91% 64 (20) 
Hound Of Shadow. The Electronic Arts 
82% 60 (19) 

Immortal, The Electronic Arts 62% 68 (43) 
Imperium Electronic Arts 70% 65 (24) 
Indy: The Graphic Adventure 
LucasfUm/US Gold 86% 57 (37) 
Ingrid's Beck Level 9 91% 46 (34) 

Joan Of Arc Rainbow Arts 93% 45 (106) 
Journey Infocom 90% 52 (30| 

Keef The Thief Electron* Art? 77% 59 (21) 
King's Quest IV Sierra On-LmerMediagen*c 
76% 65 (20) 

Kutl Exxosflnfogrames 90% 53 (72) 

Lancelot Level 9JMandann 87% 45 (52) 
Legend Of Faerghail Reline/Ratnbow Arts 
90% 68 (40) 

Legend Of The Sword Ramtwd 88% 40 
(42) 

Leisure Suit Larry ill Sierra On- 
Line.'Mediagemc 80% 63 (25) 
Loom LucAsfiim/US Go*d 83% 70 (41) 
Lords Of The Rising Sun 

Cinemaware/Mrrrorsofi 80% 51 (58) 



Manhunter 2: San Francisco Sierra On- 

Wd agemc 57% 64(23) 
Mean sets Actess/US Gold 83% M (I 
Mlgnt s Magic New World Computing 
■BUS Gold 72% 63 (26) 
Millennium 2.2 Electric Dreams <*Q% 51 



Mission. The Jim McSrayne < j I 70 (41) 
Mortvill© Manor Lanfcor 86% 42 < A 

Nuclear War New World Compuung Inc/US 
30% 63(22) 



Operation Stealth Deiphme Palace 92% 66 
(50) 

Personal Nightmare Horrorsoft 87% 53 
(21) 

Plratest MicroProse 80% 62 (21) 
Police Quest Sierra On-LineAVed»agenic 
46% 50 (59) 

Police Quest 2 Sierra On-Une/Mcdiagenic 
72% 65 (23) 

Populous Electronic Arts 94% 48 (21 ) 
Powermonger Electronic Arts 82% 70 (41) 

Rsd Storm Rising MicroProse 90% 65 (26) 
Rings Of Medusa Starbyle 71% 61 (24) 

Shogun Infocom 74% 51 (48) 
SimCity Infogrames 96% 57 (78) 
Sleeping Gods Lie Empire 75% 54 (80) 
Space Quest II Sierra On*Line/Medtagenic 
51% 49 (36) 

Space Quest III Sierra OrvLine/Mediagenic 
82% 62 (27) 

Slarblade Siimart&Palace 63% 66 (49) 



Star Command SSI.US Gold 52% 56 (37) 
Star/tight Electronic Arts 82% 59 (22) 
Supremacy Virgin 91% 69 (44) 
Sword Of Aragon SSt/US Gold 82% 64 



Tanglewood Microdeal 49% 43 (33) 
Third Courier, The Accoiade 43% 62 (24) 
Tims Empire 55% 59 (22) 
Tower Of Babel MicroProse 88% 63 (21) 
Typhoon Of Steel SSlrUS Gold 78% 71 



Typhoon Of 

(35) 



Ultima IV Ongm'MicroProse 91% 44 (131) 
Universe 3 OmnitrenaVlrnpfessions 42% 67 
(45) 

War In Middle Earth Melbourne House 93% 
49 (60) 

Waterloo PSS 86% 52(38) 

Wlndwalker Ongm.'Mindscape 39% 60 (22) 

Xenomorph Pandora 68% 61 (20) 

Zak McKraken And The Alien 
Mindbenders Lucasfflm/US Go*d 90% 47 
(70) 

Zor* Zero Infocom 92% 52 (31) 



sco Sierra Orv «(34 
23) Batjm 
Gott83%69<ll Battle 
I Computing Battle 

Battle 

6»nTrOQ%51 50<:W 

Battle 

70(41) 85% 5 

B%42(42H Bo ' 1ch 



TITLE PUBLISHER % ISSUE (PAGE) 

3D Pool Firebird 78% 55 (70) 
4th and Inches US GokJ 61% 48 (18) 
Aaarghl Melbourne House 87% 42 (83) 
Action Fighter Firebird 35% 56 (68) 
Advanced Ski Simulator Code Masters 
37% 48 (26) 

Afterburner The Hit Squad 29% 69 (60) 
After The War Dynamic 61% 60 (78) 
Altered Beast Activrsion 68% 56 (10) 
Amazing Spiderman. The Empire 40% 69 
(88) 

Anarchy Psyctapse 37% 67 (85) 
Antheads Cinemaware/Mirrorsoft N-A 62 (7) 
APB Tengen/Domark 89% 54 (18) 
Apprentice Rainbow Arts 79% 67 (81 ) 
Archipelagos Logotron 90% 51 (67) 
Army Moves Imagine 24% 43 (78) 
Astaroth Hewson 90% 52 (68) 
ATF II Digital Integration 46% 70 (92) 
Atomic Robokid Aclivtsion 80% 68 (84) 
Atomtx Thalion 76% 66 (22) 
Atron 5000 Ptayers 87% 43 ( 72) 
Awesome Psygnosis 79% 69 (97) 

Baal Psyclapse 63% 52 (16) 

Back To The Future II Imageworks 64% 66 

(96) 

Badlands TengerVDomanV 62% 71 (73) 
Balance Of Power: The 1990 Edition 
Mind scape 90% 51 (59) 
BalJistix Psyclapse 77% 49 (82) 
Barbarian Klassix 88% 60 (47) 
Bard's Tale II Interplay/Electronic Arts 80% 
43 (34) 

Batman: The Movie Oceen 37", 55<Ui 
Battle Chess Electronic Arts 95% 45 (98) 
Battle Command Ocean 90' , 70 (90) 
Batttehawk* 1942 Ucasfflm/US Gold 90 
50 (34) 

Battle Squadron : Topean Electrons 
85% 58 (75) 

Beach Volley C ■ r-.n fl5% 55 (75) 
Better Dead Than Alien Eleclra 72% 42 
(87) M St 

Beverly Hilts Cop Tynesofl 4?% 59 (74). 
Beyond the Ice Palace EWe ?h% 43 1 79) 
Bio Challenge Delphi* Soflwaflp 84% 50 

Bionic Commando Capcom/GO' 35% 43 
(92) 

Black Tiger US Gotd 63% 62 (68) 
Blasteroids Imageworks 68% 48 (14) 
Blood Money Psygnosis 94% 51 (68) 
Blue Angel '69 Gremlin 65% 58 (18) 
Bomb Jack Elite 39% 43 (76) 
Bombuza! Imageworks 92% 45 (93) 
Breach Artronic 43% 53 (38) 
Bubble Ghost Infogrames 88% 43 (94) 
Buffalo Bill's Rodeo Games Tynesoft 80% 
54(72) 

Buggy Boy Elite 92% 42 (76) 

Cabal Ocean 62% 59 (74) 
Cadaver tmageworks 86% 67 (79) 
Capone Ad K>n ware 63% 45 (101) 
Captain Blood Infogrames 81% 46 (73) 
Captain Fizz Psydapse 40% 48 (36) 
Carrier Command Rainbird 92% 42 (88) 
Castle Master Incentive^Domark 90% 61 
(16) 

Champ, The Linol 52% 53 (18) 
Chase HQ Ocean 67% 58 (14) 
Chip's Challenge US Gold 66% 69 (85) 



Circus Games Tynesaft 39% 47 (83) 
Cloud Kingdoms Logotron 72% 61 (14) 
Colorado Siimanls/Palace 79% 61 (76) 
Continental Circus Virgin 73% 55(17) 
Cosmic Pirate Outlaw 87% 48 (74) 
Crackdown US Gold 90% 60 (10) 
Craps Academy Microcllusions 26% 43 (97) 
Curse Of Ra, The Rainbow Arts 42% 70 
(13) 

Custodian Hewson 45% 47 (45) 
Cyberball Domark 72% 62 (73) 
Cybernoid Hewson 93% 44 ( 1 86) 
Cybernoid II Hewson 92% 49 (20) 

Damocles Novagen 95% 59 (68) 
Danger Freak Rainbow Arts/US Go*d 39% 
50(82) 

Dartt Side MicroStatus 81% 51 (70) 
Days Of Thunder Mmdscape 36% 69 (20) 
Defenders Of The Earth Enigma Variations 
58% 63 (12) 

Deflektor Gremlin 68% 48 (30) 
Denarls US Gold 88% 48 (69) 
Dogs Ol War Elite 77% 56 (77) 
nominator System 3 34% 53 (79) 
Double Dragon 16 Blitz Ptus 69% 70 (62) 
Double Dragon Melbourne House 62% 47 
(84) 

Double Dragon II Melbourne House 67% 
57(18) 

Dragon Breed ActiviSion 56% 70 (92) 

Dragon Spirit Tcngen/Doma/k 70% 87 (70) 

Dragonstrike SSI/US Gold 77% 71 (7) 

Driller Incentive 89% 44 (162) 

Duel: Test Drive II. The Accolade 90% 51 

(16) 

OuggerLinel 31% 48 (24) 

Dungeon Master FTL/Mirrorsoft 98% 48 

(60) 

Dynamite Dux Actrvision 65% 59 (78) 
Dynasty Wars US Gold 57% 63 (<4) 

Edd The Duck impulze 66% 70 (82) 

Eliminator Hewson 89% 46 (67) 

Elite Firebird 98% 46 (63) 

Emlyn Hughes International Soccer 

Audiogenic 79% 65 (76) 

E-moBon US Gold 89% 60 (72) 

Empire Strikes Back, The Domark 82% 43 

(71) 

Escape From Singe's Castle Empire 71% 
61 (77) 

Escape From The Planet Of The Robot 

Monsters Domark 77% 62 (17) 

Espionage Grandslam 58% 46 (68) 

ESWAT US Gold 52% 70 (84) 

E xtensor Ptayers 9% 43 (78) 

Extra Time (Kick Off) Anco N/A 58 (6) 

Eye Of Horus Logotron 80% 57 (75) 

F'16 Combat Pilot Digital Integration 
<Sizzler)54(75) 

F-19 Stealth Fighter MicroProse 90% 66 

(92) 

F-29 Retaliator Ocean 97% 57 (68) 
F/A-18 Interceptor EA Star Performer 93% 
68 (47) 

Falcon Spectrum HoiobyteArtrrorsoft 
(Sizzier) 54(75) 

Falcon Mission Disk One Spectrum 
Holobyle^Mlrrorsoft (Sutler) 54 (75) 
Federation Of Free Traders Gremlin 96% 
51 (75) 

Fiendish Freddy's Big Top O" Fun 

M>ndscape9l%53<76) 

Fighter Bomber Activision 90% 59 (16) 

Final Whiatle (Kick Off 2) Anco N/A 71 (41 ) 

Fire And Forget Titus 47% 43 (76) 

Fire And Brimstone Firebird 69% 64 (16) 

Fire Brigade Panther GameVMmdscape 

90% 53 (39) 

Flimbo's Quest System 3 77% 66 (14) 
Flood Electronic Arts 80% 65 (75) 
Flying Shark Firebird 68% 48 (26) 
Football Manager II Addictive 68% 42 (80) 
Forgotten Worlds CapconVUS Gold 97% 
50(75) 

Full Metal Planete Infogrames 84% 59 (71) 
Fusion Electronic Arts 87% 44 (202) 
Future Basketball Hewson 70% 66 (90) 

Galactic Conqueror Titus 81% 47 (19) 
Galdregon's Domain Pandora 70% 48 (681 
Games; Summer Edition E pyx/US Gold 
46% 56 (68) 

Garfield: A Winter's Tail The Edge 63% 53 

(75) 

Garfield Big Fat Hairy Deal The Edge 

60% 45 (97) 

Gauntlet 2 Klaseix 70% 61 (48) 
Gemini Wings 16 Biru Plus 66% 70 (62) 
Gemini Wings Virgin 69% 53 (14) 
Ghostbusters II Activrsion 60% 57 (76) 
Ghosts *N' Goblins Elite 73% 64 (16) 
Ghouls N' Ghosts US Gotd 65% 58 (69) 
Giganoid Swiss Computer Arts 71% 42 (61) 
Gilbert — Escape From Drill Again Again 
40% 51 (13) 

Golden Axe Virgin 78% 69 (92) 
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THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED UTILITY 

CARTRIDGE EVER CONCEIVED! 



• Load 202 block program In under 6 
seconds - world s laslesl disk serial loader OrvboardRAM and 
ROM achieves high loading speeds. Woiks with 

1541 1571 Oceanic 1581. # 

• Automatic infinite lives!! 
Very easy to use. works with many programs. No user 
knowledge required 

# Full 64K Freezer Monitor ■ 

examine ALL memory, including slack. I O area and regislers in 
their frozen slale Ideal lor de-bugging ty just for tun! 

• Freeze the action and view Ihe sprites - 
watch Ihe animation - customise your games - kill sprite 
collisions. 

• Now you can make your old slow 
loading programs load taster Simply freeze the action and save 
to 1apfeor.disk to reload, independently, al superfast speed - no 
more waiting tor programs to load. 



• Easy to bse disk lile copier Much taster than 
conventional methods. Ideal loi backing up data disks. 

This feature will add Tutbo Reload to Ihe 
programs that you save to lape - no user knowledge required 

Ul K>'<Wh Formal an entire disk in about lOseconds 

• no nlore messing about 

• Print out youi dozen screen to printer - 
MPS 80V 803. Epson. Star etc * very versatile. - 

Foi parallel printers, Slar, 
Epson, etc Print oul listings with giaphic characters etc 
(Cable required lor parallel port C12.09). 

Now you can edit (he entire frozen 
screen with Ihis text editor - change names on high scores* etc 
Great tun!! 

• f Many single stroke commands lor 
Load. Save. Dir. etc. Plus range ot extra commands, I.e Auto 
Number Old. Delete, Merge Append. Lmesave. etc 



SLIDE SHOW • View your favourite screens in a slide show type 

display 

BLOW UP - Unique utility allows you to take any part ol a picture & 

'blow it up" to full screen size 
SPRITE EDITOR - A complete sprite editor helps you to create or 

edit sprites 

MESSAGE MAKER - Any screen captured with Action Replay or 
created with a graphics package can be turned into a scrolling 

screen message with music 
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WARNING 1986 COPYRIGHT ACT WARNING 

Dmi EteGtnra Ud. n— hor condwm or uwint tho mo ot ff* pratucu tor p» reproAjcaori ol 

oopyngN material 

Tr* tiftttup tioJtiM o* tft» proOxt m OtttJrjrwd Id repoxJun only notour* *uc* m PirtJc Daroajn 
mifctrtiJ, th» wm% own programs Of toftwmm pamHB«n to mat* b«*x4» ha* t»#n 6a*^y Qtrf\ 

ll 4 illegal to miM coplot. lor fou own uu of copynght malanaL »Mw»t tin dew 
porm«ton of the COpyrtgN owner, or mo (wot thtYBtf 




HOW TO GET YOUR A CTigfi^ WSJ^^^fflK^ // 

2L ~^ e ~- CREDIT CARD ORDERS 



TELEPHONE (24 Hrs) - 

WE Will DESPATCH YOOfl ORDER QUICKLY 1 EFFICIENTLY TO fHMLiW W 3TAffT 

j ^^^^^^^^^ * ■ — ^ ^ 

-J/ ^ORKRS normally despatched ynmn 4jWv*UR 



782 744707 




OF JOUR PURCHASE WITHIN DAYS, NOT WEEKS 
OERS MADE PAYA0UTO~ - _ 

r^AieJ. llSfi^JMliCS LTD., 



GOVAN ROAD, fENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 744324 





HOW GOOD R U 
AT SNOGGING? 



HOW 2 GET THAT 
GIRL 2 FANCY U! 



CALL 0898 404683 



J 



0898 404684 



Calls cost 33p (cheap rate) and 44p (at all 
other times) per minute including VAT. 
Voiceline, PO Box 1640, London, NW1 8NG. 
Please ask your parents permission before you call. 



UA 
MPU 
PI A 
ROM 



AT LAST! 

COMMODORE l/C SPARES 

AT DISCOUNT PRICES 
ForC64, CI6. +4. C 128 and Amiga 

901224-01 ihw 



'<)2t> Lliw ROM 

f.SIl) t« yg ROM 

TOAIM-OI l«w S(iUNI) 

Wl 226-01 02 RAM 



■WI225-OI 17 '*•» 
4IM !.»<*•* 



I M I Si R Pi >RI RE-SF.l SWItlllfS O -*V 
MK.RO M ATI KtHAlKAHl t *.r»4 pi iWI R M'PPI.V UNI T> SUPERB UUAI in 

WIRL L2« NOW t^4 
C-M.CI6. *4. SERVH F MANUAJ S HUM) 
All |iriu-*iiH link- poMhpjt lliln-turnllir^jn,) V A T-sriiil ymii Ijully uim|iiiU'l 
Jiid PS !' (1M i-s.im.ilr Jnil tcjuiir limn IU uu * juris - MfllUF * VAT 



SEND CHEQUE/P.O. 



ACCESS/VISA CARDS WELCOME 



ELECTRONIC SERVICES 



1U V It TOR I A ROA1* WfST. CLEVEIFYS 

Trl \Q2S\\ K>J7flJt 



K '< H >i 



■W INI 



GU N FIGHTER 

USE YOUR VOICE 
TO 0UTDRAW THE 

GUNFIGHTER 
FOR CASH PRIZES 



0898 31 35 69 



| . y .V j:n Ctt Charges 33P/Mir Cheop 44r7Min Ai dtftSHtmell 






251 NEWCASTLE STREET 
BURSLEM, 
STOKE ON TRENT, 
STAFFS, 
ST6 3QW 
TEL: (0782) 810485 



VISA 



5 FREE GAMES 

WITH EVERY REPAIR (TAPE ONLY) 



REPAIRS 

CBM 64 £35.00 

HARDWARE 
BARGAINS 

NEW AMIGA PACKS £379.00 

ATARI DISCOVER PACKS £289 00 

C64 POWER SUPPLIES £24.50 



ALL PRICES INCLUDE VAT AND 
RETURN (INSURED) POST 
AND PACKAGING 







■ f » 1 Had* 



K-fJI dP Sf 0< a^d 

Wa%i E*** Siaray 
M 



If you've noticed the scores not changing much this month, it's 
because not many of your letters managed to reach me here up 
in orbit above your vile planet. I'm not sure whether it's the 
Intergalactic Postman jettisoning mail into space because he 
can't be bothered to deliver it, or that your pathetic scores are 
getting punier than ever. Why aren't there any scores for 
Speedbalt II or Creatures? I must say though, I've been getting a 
little discouraged over Speedbatl II with Phil dropping the 
classical violence of the true game for a narking tendency to 
concentrate on the score multiplier. Each game is just a brawl 
over getting the multiplier now! I don't know, is there any game 
immune to Phil's sneaky, underhand tactics? Surely there must 
be a game where the true spirit Isn't open to being perverted by 
his dastardly mind. Any suggestions would be most welcome 
(particularly nasty ways to kill him would also be appreciated!). 
Also, remember you can send in scores for any game on C64 or 
Amiga — not just the ones shown here. So get scoring and get 
sending to Newsfield. ZZAPI, Scorelord. Temeside, Ludlow, 
Shropshire SY8 1JW. And no cheating — you have been warned! 





RETROGRADE <ThaUmu*| 

75 iCc»H>iMft<1i 5>mon Hurtaon Miti*gder 

25Rra> Ra*rjgi*tV SU™P fetangartl* 
IN* 2AOiCcai*D*ted& Pm* GfOGJ*" ft**- 1 *!* 

RICK DANGEROUS <F»f*b.rdJ 

317 400 4t(CT^«rt*ri^Cftf*iM04)«5UJSl*t| H*\* ,* 




?*2 5D0 Johnny Alftfui Gjsqoa 

Intacta tn Si j.» i 

224 4*10 RofcH Suing £2AP' 
m 310 Jot*™*! A'pha G'av^o* 

46 5MM*umMiw| Wmicrw LortJr" 

APB (TanoanDomjfM 

7S«MO»ylB>Lar<Lo<w Warny WMnti 
V^nnDay tfitJo^ GOO Canuat Wfty*>^ 

G*d*r» Crtv 



107 670 lOay "Jl Mart W*»n^n B-rtrvj W Yort* 
tDrVi .'" ■ ■ Steal' PVtv^w 1 Pty*noiilh 

OevCn 

76 5404O*y 17* SMtMtrt Part*' Of*»**Oh1 fi^ 

BAT MAM THE MOVIE (Ocaan] 

1 120 Kar Grw Avxam Cnvnard 

• vvv.jP-ii. Coifw W**nO Sua Em** 
147V WOPaui Ba^y IN* eooi Roc*rtaJe 

62** M2 'ar P#n*ymar P^ymo^th 0*vor 
«i5570(C*wp**l*d>Ctti<jand Jaw" 

BATTLE SQUADRON gt i ufci apl Zoo) lAm^ai 
5435-'2SiComptotod>Pa^Day Hariwoort Par W 

Lilt-' 

2** 1W SiavaParrte! CMamtftoM Cttai 

2 645645 to 1 Smat Patrvmar. Pymouf Davcai 

BLOOD MONEY P.ygnotaj) 

rtfi 550 |Coiti|>rtt»d> Euan Warn* YY**rw?< W 
VoAa 

^V?tX)U«vft 4t»Aar> L**<jr» M*rMC/»r Mj"Cl'«W 

Ut 900 ton Croofc Oaraa-n L4**c* 

lAmtfa 

iSl ISO U*^ P*"y*na* P'yrtYuiir" Dttvtjr 
349ttOOr^i»M)#t-*«w^ Ripwiii Holland 
340 000 iComowted — A$*n'> C Ha*l i*3i*jh»nrvi* 
Sprang lyw an d Wall 

CABAL (Ocaam 

24A ?tf3 iO"^*iad Daie Repaid* Ar*"itTrn Md 

73t Iftf <ComtwH*l> Mad< Odfcam 
WBiH4^Cnrt*pH«I»G«r*nR^anj% AMdar* MO 
Qramrtrga* 

CAMUMf 

1 Tfl5 695<Cftmp>ala*JHM>Pewvma" P»yflVH*a 
law 

CAS TIE MASTER (ln*afll*v^Dori\aA) 

fl 47* 000 lCowc*a*ad} Kn*^ V*f*«V Ba*g*ua* 
fl4i;M0lComn«a*#rtk AncHi** Uv.r DaH*ng|ftn 

8 3G7 SflO iComp*a*ari» Grat*ani Cow Tjnt*y Mart* 
CRACKDOWN (US Gowi 

*01 WUmw No* AMa* WnitAr S*rf*n 

80Q # ^ia^P*fryman PtymLvlp Oa^>o 

E -MOTION <US Gold) |AimMj 

Cotrirwad | *** 400 > $i**#Pac:im QvmfcWrt 

Esw* 

Cr«irrfoliKl<i4(>2SC»Rc*SArt*f Hanevia/af W 
Lev<* 3/ H/7flft0>Luc*«f Deai Kant 

E SCAPE FROM THE PLANET OF THE ROBOT 
MONSTERS |T#fi 9 #flt>omartt (Atttgai 



Jftj 400 Parr>mar* PV^^^ Oav(Sfi 

f UMBO S QUEST (Syttam J) 

A f 790 ('Lave* ^ » Brad Uav K«if BAt-rhead 

SS Wft itaw S) Saw P*c**f i>4nro1ortt 

FLOOD <Elac1ro«iic Art*] lAro-j^j 

ta^ Parfym*n Pfymot/b Davon 

i ?02 Oar* » Bmi Btak^^v, Buckt 

GHOUtS N GHOSTS |US GoWl 

4 JA4 iiOO SdtNtf Ra*** Cv^rwd Ci«rtJ» 
4 2flt 900 S*r^y> #((«ii RadilcxA Awn 

HARD 0R1VIN <Tano#rvOoma*hitA^-g^i 

TOS^lT+nv- 1 lr99l Ardi#v*R^tay fi-tawtay 
Ewk 

4^M5** 4664Ma^Poff>ntar> P^-nxtu^ D*VW* 
41 445H 49 59| st.it p^Iw flfai^*(Md EW> 

rUTtRNATlONAL 10 TENNIS ^ 1 1 . 

S34 0*^diWav»i Jjtnas Smamw^c* A 

S V 1S st^A^ti ^lhv^iK" V% W 

IVAN IRON MAN STEWART S SUPER OFF-ROAD 

RACER (Vtrt|*n) lAnurtat 

Si 44OO0OPMK^0 ZZAP' T«aad<nM 

JUMPING JACK SON (Inrogramaak <Awga) 
44 cipw l ota*'?att^ OoniMagg ^a >utv 
j7 403 D*m(W Oft*ihy B jWpiHt' lares 
2S 7W SIM Patfcat CN»*m*»crrt E»M* 

KLAX ■ t , * .[■■■■■ i - 

Von* 

1 40j Wfl MayianT* W * »n Up™^1** Emm 
(Anta) 

2 109 500 Roi' Sf»dw Haio^owar> W M>dt 

l 19ft JOS D^«" McCatna r Gumma. Scoiiaml 
1 ?W0 47MiArjTa*'R<w* K<»W Sulto* 

KW1K SNAX(Co<Mr Maalaf)) 

4M450P»'+ | H'^g ZZAP 1 Tfeartw 

MIDNIGHT RESISTANCe (Ocaan) |Am»ftai 
Em* 

MVTH (5y*iam 11 

t?4 200 Coot Cu4gy EjM K t^da S* r.fl.n^l 
a-j*s* iCoi»oWladi 0%»y Oart Bf^t^ghv 
Siochpon 

HARC {Ocaan) (Ainflaj 

247 ;O0^ftwp*l*d>G&vtvGu rJrt" Cffr^t 

R*a*t<^ 

NIGHT SHIFT (LucaafitavUS Goldi 

S44 0A2 JacjJY»rR»r Kahvh MoWd 

NINJA SPIRIT Activi»*oP) 

A24 600Cl^aW^n up**"***' Ettai 

2(M JSOiLtv* JlTrrWn T*o*r* L<*i^ 
KoAaMi 



NINJA WARRIORS iVugin) 

220 270 fCom^wdi ft'art Mji^ K«f» &rV*f r^ad 

MirwjrW*a 

AM ^;Ccmp*iitd> P4aro» Tha Wi4« S«<pvj* 
\i*i**ocd M dd> 

*40iCoPM>*lad>Ed*itf4 AaMw** 

{Armatj 

340 700 iOvTH^ftadl Juiv Sm«n. Shf>r*d 
210 050 Mimv Gti^UfTOon SwOv* 

OPERATION THUNDERBOLT (Ocaan^A/r rjaj 
4 004 l20lComp>Medk Atar MAr^«i Rajf'** 
M^r^Nirtiaf 

? ft4 r i *?0 tCrjnpaiedP »a« P^ttyma^ PryrrotAh 

Daw* 

? Jam# Scop irWMm* Urmuorto 

P-47 FREEDOM f lOHTCR (Flraa^dJlA^Qm 
y 000 Sfava^> Da< ofy Ha's^mnt £S«^i 
/Tr9BO0Pat#< Y^aga* Aodaraan D^>™** 
442 J«2 Pefynan RyntcMri^t Daw 

PANG <Oca*rt| x^9»} 

1679 250 fC^tp^adt Jo^iaT*^ TraG«m« 

Mdatftf W*i« Trorp*^»*» SYtVlm 

1 2**700 <Comoiaiadi Ca^ay Ouiriar C*^ 
i 1lS6l»iL«*v*Unp™ HM* 
PtPE MAMA (Emptia) 

) 074 »r-'iMaa 26 CrMaortf* Vf* ua^ttam 

39OC70 ft «w#>ViHteharta4rt*a^ Ha*om> 

JJ5 150|La>»t31|l>ay4ftanttav Harafin W Y<M 

tAn>ga» 

»sij j>raty (aosMAaon BMMjtffl 
207 5 SO iL«vaJ 27l Lucm SUtt^am Oay^*<f*d 

154 300 Roto Sa«i Ha«*««n WWiH 

PLOTTING (Ocaan) lAr^n 

5fl 900 PM! K»rg ZZAF" Tr«adm«t 

}V0W&^VVyfir<» 2ZW« Ir-admh 

POWER DRIFT (Actw*icn) 

902 340 P Aro QOuQ9t> r« Unr 

rt^»2 3*0 K«v C^rva am **p C h *^wc^ ha ^^n 
Mfi 420 Oavd 0 S*#ug*r**vy Broad Oah E 

1 972 3*2 An<t^ * Mu" Sc^lcriT Es**» 

l %9 391 5»« S' l^a* Ge« VYafcjf^d W y^*a 

1«3ft2BPN*<»5oW»l!a Nmnr^a^t 

PU27MC fOc*an) 

J h}* lfH>ltav#! 0*5} S**otw** Oop^u* Bf«<^«». 

RAIN&OW iSiANDS <Oe«an| 

6 77 1 1 30 iComp*a*adr H*cfcs t y Cwdifl 
ft COO 000 iCo«*f"i*l#d\ XUra fiUiby Wy>*. 

SIa#(^ 

I a^h Q30 J*'*** Ryar K"fT^ttM*na% fctfa 



JH 190 S^nt^ Pt^itip* GraaH-ed S*in 
2SA 200 5*moi> StaD***" 1 Famcy &ra 

iAn\*aai 

h*0 \Compie**Ki} Cav^v Ga**a»:r«f Rudng 
5MJS0lJK> Si ait Paitymn#i Pyf^c^jtr Davo*r 
272 IV Danar McC*n»*«v G»i**-»*.* SrjMfM 

ROBOCOP II ^Ocaanl 

2 310 000 rCompiaiafli ftnn n 12AP* PWU 0*tf 

RETYPE t^cifK DfaamtHA/ngai 

'iiW Otf.J "Cc***(>aiadi Laa ( i **r^ir* BjcfcpoO* 

W)«00 Gamn Patetvxt P^ymo^1^ Daw 
249 900 iCorrptoletf) Aw^^a- Ro#*y B'#rrj ( 

SHAOOW WARRIORS (Octant 

J?i .20OiConv*M«df Pau^Gfao^v ^V*Viart> ianct 
*60 300 il*Hrtr 31 Jnrv Poriai Laic^wodT r»a*H 

(Amvjaf 

n0 6H So*** P>£t Tagg Anwyn 1 ** 
\.'400Dav>d TcVfXI «-v*Kh*1c** Lanci 
U 200 (ar Parryman ^ynxvlf Davon 

SILKWORM (Vtfginl 

2 1 11 TO iCampaiadi M*nr*w aVaa' 0**vh*#kI 
Dr*f>ysi\#a 

2 H30OD S»W»'*'' B'dgaw *Jp*»i G***n 
HamliaMif 

1 fttt 200 G«* Hcwjala TJaJW Aniwa**a 

(AaitkM) 

J WSOOO AfrtVnai Mauffclr* Matp* 1 Oa^nj 

2 04t 300<Con^a*fldl Start Rad Arfin lli^^la* 

1 5ff7 TOO S' Wlwyi Wmanon Snutn H^av»anda 

TliRRlCAN (Rainbow Artt) 

9 B&7 WO Rcbfffl McDow**' Jm Pat^ntbian 

7 fiflS 2» |Coit*)1#i*<1| S**w> F**ja< 6^ Bf*«l«y 

2 3<»ft fl90 *Comfiaiad! Patf >fk OW Wrta*y 

Sj3jn0 iCompiaiadi Nft Twfiy G*m^iy> 
Davon 

2 045 300 jCotrcnatadi >ar Robafla Si Afba"t MafTi 
1 7S8.200 iCrHncartatfi tart P*yr Y ™r Pi v ™*4^ 
OtaM 

THE UNTOUCHABLES (Oeaafl) 

39fi410^CtFn*(<W'^ l <> f ^ ft * fJ "* n1 * Abmiaip M 
GWraygaa 

303.710 iftrtirXT^afli Du^R^arda Araert^r*! M-<l 
243 790PA>fc Si#» R«»wWi 
VENDETTA tSytlam 3) 

4l2!(T™*fc*»Jo^rtaW«i Rfv»ml»a Holland 
37 1HLa# K/rowei Ha'.Ui WVtf»v 
36 4 r Pan' tPALt B«M 

VENUS THE f tYTRAP (Gremlin) \hmr\*s 
i!2_22i PMK^g ?2AF* TfifadrrniJ 

WELLTRtS (InfogranM) 

^923t♦j' twPiK^ Tha Da'« Rocrat ^AP' 
^ *ci i i«»Siu«n 2/AP' 
4 «35 *\3 + na*i Rob *i ZZM*' 



Q OFTWARE CITY 

I Unit 4, E.D.CM Temple Street, Wolverhampton WV2 4AN Tel: 0902 25301 



Call us on: 24 Hour Credit Card Hotline 0902 25304 



MAIL ORDER ONLY 




CBM <>J FUI.I.PRK i 



WWMSSPWHIWl 750 *0» 

ASTFOMWn^K«P$ ft^tTOGti 21 » . " 

mm homno j« 

>AI ._., WLJttl 

WiOSTALF? m A 99 

WIS CUWGH fCOTBAa. FWHMS Aft 



BUCK ROGERS 

CAsm iwtw 

MOM UGH OLYMPICS 

OttSEHOI — *™ t <WTTTOG6* 

CHPSCWIEWGE : 

CU*D0IWTER DETECTIVE 

craw**, , ... 

OTC«TC*fT«rt)4Hl 

OKSE tT A2URE 90ND3 „... fa 

WYSOfTHJWCT 

DOtTRAOY 

EWXiWCY 

CftAGCH BfiHD „ 

ESMT_„,__ 

EDDTKDUOC,, ™_ 

DltN MICHES SOCCER 

EXTERyWTOft 

. - ... 

RAM'S QUEST 

R« SCHOOL 1(U« M 

AJNSLMa 119-7) 

GttWJ.. ______ 

«u» fx r. 

GRAttPW<04H. 

GftEkWS? „ 

HWTFORKDOCT06ER 
J*CK UDCLAU5 GOLF . 



17 JO 17 n 

7-50 10 » 



fttt VA 

1699 
fiffl 999 
6W 99! 
750 l» 
M 10 
699 *» 

14 99 
KM 1199 
759 999 
750 1199 
*» 999 
*» 999 
750 9» 

199 9 99 
999 1109 
999 11 19 
T50 999 
T90.fi 99 
699 MIA 



SEW &99 699 

— — » 999 



Hrn(;r;T 



?PWYEfi»:C€RSOl« ^ NEW 

IPWVEftSyFtRLHO€50CC» . 
IWSTSPORT lS CCCEftK)SSETC» 

HO i 

iw — j 

«e 

KC1W2 

^ERBlRXA. 

WW , 

«WO WM 0* 00H NEW 

*USWIW( RULES *CCTB*U 

WWW, ^ 

W WW 1 _ 

BATIIWTrtE CAPEDCWUSAEtR 
Buwrs SCARY schckx 

THEWXER 

WJLDEPE*^10«20R4 ______ 

WXWMWGER 

KKftat 

CJSEL£PWfl*ATCS__ 

cwuncni 12 ...» „ 

CHWCKSrtPGOLf 

CHLCKYE*OER 

CmXK£ EGG 1 Cfl 2 

COHAWO _ 

CONT^NTALCWOiS 

cowry crcket icw 

CRAZ'CARS 
WWT MASTER 

OP FOOTWl ^ 

Q*l£V THQMPSOVS CL¥II?(C CHUL 

CCftSCCRSOf T*CB«1H ta 

CELTA , 

!r€D0UBl_L- „ 

MUSI M 

£U^a£STR<SaA£X 

WfllASY rtOSLD DCZV 

fASTFOOO ... 

FCHTERlUr 

f«ST PAST T»< post 

T*FO0Ta*LLER 

FMTftAiLCHWW 
tXTWLI>fSC:OR 
=CCTBAuUWG£R 
fCCTBALlUAKAGER: 

FOOTfiAL. UAWGEH 2EJ?W«WWr 

FRANK BRUNO 

fRjfThUCHNESUJ 
G*ii)R*^\S!X«4W _ hErt 



.299 
3» 
J» 

799 
199 
.299 
299 

..2.99 

299 
299 
399 
299 
299 
299 
299 
799 
799 
:v* 
299 
J» 
299 
299 
299 
3» 
299 
299 
299 
299 



299 
299 
399 
391 
299 
299 
799 
.7.99 
299 
299 
2*9 
299 
299 
299 
299 
799 
299 
299 
299 
299 
299 



JACK WCHLALS COURSES VOL 1 Wl 6*0 
i*CXMCKWLJSCHiWC0l«SES m 899 

WNCKlAJSKTCttflSES hY* 6» 

JJOGE0REOO f£W 6M 999 

IW0ffr__ 699 999 

LOTUSESPRITTUR90CH»ilf«E 7» 958 

mm 699 999 

HBHH RESISTANCE , 699 999 

M«3HT> BOUB^OC tfW 699 919 

"K« SHADOW fCW.JSO 999 

WWTVPYThW , - ■ : 699 999 

fcUTiPUYERSOCCERHAKACCT 699 JW 

HARC 7W fOtt 

HCWTWL «9JiA 

_ NEW 750 USS 

WUASEWX 699 - 9.90 

CfWUCN THLAORKU 699 999 

RAHBOWSWC . 699 991 

RECSTORMRSW 999 1399 

RJODA«WOUS2 691 999 

R0S0CCP2^_(CARTOGE0«.T) tm 17J0 
GRABBLE U>*POLYiauH>0 1390 WA 

S4CRET Cf StVfH BL/OE3 IH H» 

SHATO* Of THE BEAST fORTRDGEj 1? 99 f MO 
SHADOW AARRCRS 199 .919 

m an — wuisja 

STEALTHfOfTCT 999 1399 

StWUTEO *#\jfW 

"WW Bit 999 

tmOAS 7 M 1099 

^PEROf'SOWRACER —J* 999 

SWV NEW 750 9» 

TEEWGE WTWT «RO TWTlES 199 . i f 99 

TWVWWOCW^wr^ctP. .S».M 
TRIVIAL MR9UIT 1 ■ j» U» 

MWC« t0R2_ _B»_Sa 

OXTWTEGOl/ , 9B9JSJ9 

«UTRlS — 790 1099 



GAMES WWTERSXTCT 199 

CLAfiYLKttfftSrCTSWTi 
GAiWTLETlOR? , 

2 99 

GWOSTBUSTERS . ..,.1f 

GK3STS ASO GCBLftS 399 

GRAHAM GCOOi 2» 

GREAT GURANOS NEW 2» 

Gfl£E\BEJttT„ ; 299 

OTDWW2 2» 

GRVOT , — _ tCVr 299 

HlfCRPUtIS ^ W 

■ —MS 

CEHOOlEy 299 

MPO^SLEWS^WJ 299 

NTfcttUTim mun _j» 

WTEIWnONALSOCeW. 2|9 

towdnmoRS—*. ^ js 

JNXUllWHItORa^™™, 299 

KB«Y OALGllSH SCCCER IMAGER 299 



W90XhG\Xl»LWE 




» wr 


rCrttKSWt... 






LAST Nrui 

UTTlf 

WGC LAND DIZZY 


icw 


IS 

;» 

2.90 


UATOPCWT 

UATOCAY2 




299 

799 


«)TCRCYCLEKO 




299 


«W ■ „.. 




299 


C«TH£BE«M 




299 


CPtRATCT W.f 




299 


OUTRUN 




199 


WtSBOY 

^ASSNG&tOT 


— ■■■ hEW 


2« 


Pl T STC* > 2 




299 






299 


°L6GA>« 




299 


QUATTfiCAMSTWE 




299 


GUATTRO ARCADE 




299 


CUATTRO COMBAT 




299 


0UATT*0F|R£PCW1 
OU*TTT40P(WR 


~NEW 


299 
299 


OUATTO SPORTS 




299 


OtATTIOSJPEIMTS 
MOtX 




799 
399 


OJCK0RAWl«Rtt9_. 




290 


reim « 




290 


W*03 




299 


RASTAN 




299 


REALGKJSTBjSTERS 




299 


KNEAAOC 




299 



NEW BACK 
CATALOGUE 



MPOa NEW J 9B 

ARTURA flWC OUT) 299 

CHCAGO30S '» 

DEACTIVATORS 050 

EO€lOh I LIPSTICK J 3» 

FUTURE KMGHT lOSCCHV) 799 

GAIAXV FORCE NEW 299 

GAWlf©IRSHOTSHOTS(DISCCH.y| 299 

WATERS MOON 199 

KEMff OAlftSH SOCCER MATCH 2 99 

•OCX Off- jew 398 

LITTLE COMPUTER PECftE NEW 299 

LORDSCfCHAQS NEW. 499 

MASK.__ (DISK Oft V) 299 

MASTERS Of THE UNNERSE .(DISCj 2 99 

NORTHSTAft {BSC ONLY). 29S 

OVERLAN0ER fl»C0NLV|_.J» 

P J' THUNDERBOLT 399 

"WERPYRAMCS iDISCCan .199 

QUESTION Cf SPORT 299 

W*0**WK*„ 289 

SUB BATTLE SIM NEW _ .399 

DBMS MUSK 099 

VAMPIRES EMPRE 1OSCOHY1 298 

AEIRD BREAMS NEW, 299 

XOR . iBSCONin J90 



"ETURNCPTHE JEW „ 2» 

BOAOSUSTIRS .. . , . 29» 

BOCK STAR ATE If KU6TER 2M 

RUQBV COACH fMH , „ 291 

RHn WiUXH iWAitfOTWWCl :« 

SABOTEUR 1 0R3 IN 

SALAMANDER , & 

SAMPOX 299 

SC00BYD0O |JB 

8BEWBOER2 Z> 

SUMORM , 291 

SOCQB MSCT0R m 

SOCCER Q ■ ■■ 29J 

■0CCER7 , 2M 

SCCCflSTAR NEW 2M 

SPVWKTER. 2.99 

SPTVSPY10R2._ 2M 

STAR WARS „ Jtt 

STF-t WV1S SWOKES 







.2* 


ST^WWWXR 


SEW 


291 


STRIP PQCR2. 




299 






2» 






1« 


nmwvmtm 
™i R£«y« 

TECWWXOP 

TEWS 


iiew' 


199 
299 
199 

.299 


BOMKIMini 
T-UNOEfiEUtt 

TIT 

TCWAHAAX 




299 
391 
299 
29* 



TOP GUN 

TRACKSUTUAMfiER ?« 

mv8oaRi«2. tn 

Tmutummt—. , — 299 

iw3i£xwAPc«s. —mma m 

WBWNIE 3J9 

WECil-AW 299 

iVACXV DARTS , J(( 

iVhTEBGA_ES , Ml 

WQBAIi tm 

ACNDEBBOY in 

ACRJ1 CLASS lEACCWOARD 29S 
ACRiD GAACS DtSC 499 

"wlosoccer __ 299 

*»<* m£W .. 2*9 

YES WftlE UMSTEfl 299 

ft AH flJNG PU 2 99 

YOGiANCIKG«££&-0NSTER 299 

»0Gi BEARS GSLAT ESCAPE 299 



COMP 



IE 



>.\s 



PREMIER COLLECTION 

F UMBOS' S QUEST, LAST NINJA 1 & 7, 
MYTH. DOMJNATOR 
WNTESNATIONAL KARATE 
OSS 1 1. « WSt 13.ff 



COIN OP HITS 2 

ass 1 1.99 wsc i3.« 



HOLLYWOOD 
COLLECTION 

ROBOCOP. INDIANA JONES LAST 
CRUSADE, BATMAN THE MOVIE 
4GHOSTBUSTIRS J 
«SS9.« WSC I3.M 



CASS 10.99 DISC I3.M 



DOUBLE DRAGON 2. SHINOBI, 
DYNAMITE DUX 4 NINJA WARRIORS 
USS9.W OlSt I6.M 



CARRIER COMMAND, RKK 
DANGEROUS, GRAND PRIX. PERRARt 



PETER BEARDSLEY'S INT. FOOTBALL. 
SOCCER SUPREME. 

OSS OMIT 4.99 



DIZZY, FAST FOOD, FANTASY WORID 
DIZZY, TREASURE ISLAND DIZZY 
4AAAGKLAND DIZZY 



SUPER WONDERBOY. DYNAMITE 
DUX, CRACKDOWN, TURBO OUTRUN 



ii.« nsc 13.99 



ass9.« WSC U.t9 

6 MK VOL 2 

EAGLES NEST, BATTY, ACE 

BISK ONLY 2« 



UCENCE TO KILL, BARBARIAN 2. STAR 
WARS & RUNNING MAN 

a$si.w 

SOCCER MAMA 

FOOTBALL MANAGER 1, 
MICROPROSE SOCCER. FOOTBALL 
MANAGER WORLD CUPE DITION & 
GAZZA'S SUPER SOCCER 
USS 9.99 DISC 11.99 



THALAMUS HfTS 

ARMALYTE, SANXION, HAWKEYf , 

as" 4 '9? UEWX * HUNTEK ***** 



STUNT CAR RACER, RKX 
DANGHOUS & MICROPROSE 

I1.t» 



BOMBIACK. FRANK BRUNO'S 
BOXING. COMMANDO & AIR 1 
DISC ONLY 2.99 



& AlRWOLf 



lOOTBALEER OF THE YEAR. GARY 
UNEKEPS SUPERSTAR SOCCER. 

GARYUNEKE RS SUPERSKHLS AND 
ROY Of THE ROVERS. 
WSC ONLY 3.99 



AIRWOtf. SCOOBY DOQ 
BATTLESHIPS, SABOTEUR A FRANK 

ass4« 



HARD DRIVIN'. CHASE HQ. TURBO 
OUTRUN & POWER DRIFT 
aSS9.« WSC 16.9* 



TW STORY SO PAR VOL 

OVER1ANDER, SPACE HARRIER. 
HOPPIN' MAD. BEYOND THE ICE 
PALACE &UVE AND LET DIE 



aSS 6.99 



1 and 

!4Ah 
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j Address. 

I 



» 



Postcode Tel No. 



Name of game 



I Computer' 



I P0STA6E RATES 
|«WE2.Mpe.ltei B 



Postage 



TOTAL 



Value 



I 



PAYING BY 



50p lor orders UDder E5. Nan 
countrifls-dd E2.S0ptr 
payable to Seftwirt City 



I Card Type 
I Card No 

J Signature 

I Date 
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SOFTWARE CITY SPECIAL! 

LOTUS M TURBO QUIUNGE 



9 



I 




0051B1 



THe 3-D in lotus is remarkably fast — especially considering the 
split-screen effect — and you really feel like you're bombing along 
at incredible speed, I also like the way the roads undulate realistical* 
— it's an amazing feeling zooming up to the brow of a hill at full 
rattle, not knowing what hazards might await you on the other 
side! Both versions are technically impressive, with the more speed 
and cars than is believable. In fact the C64 version is a little bit too 
fast — the cars are so big that you don't have much time to react as 
they zoom in off the horizon. 

For both versions the computer cars make thinqs very tricky, hom- 
ing in on you and requiring you to swerve quickly one way then the 
other to overtake. Later levels are even more tense with roots and oil 
pools littering the road plus the need to slop and refuel- Although 
playing solo is fun, Lotus is really designed as a two-player game. 
This is where the real excitement lies with eoch driver pushing the 
other to the limit, daring eoch other to take extra risks — especially 
with quick refuelling! At the same time, however, ensuring at least 
one of you gets into the top ten odds an intriguing twist to the other- 
wise highly competitive jpces. 







CASS 







PRESENTATION 74% 

No infro, otherwise as with Amiga, 

GRAPHICS 93% 

Amazingly fast with swarms o( cars 
on the rood* No* much variety though. 

SOUND 84% 

Choice ol three good tunes or reason- 
able FX. 

HOOK ABILITY 92% 

Automatic gears moke if quile easy lo 
get info, while two-player gomcploy 
is compulsive. 

LA STABILITY 87% 

32 tracks provide o huge challenge, 
plus there's manuol gears lo master. 



Fast and fun. 




TRUST US — ALL PI < 



ORDER 



4 



r 



BRAND NEW CONSOLE 



OUT NOW! 



-7m 




POSTERS £3.99 

Colossal Al size posters, featuring the best of Oliver Prey's 
artwork! Red Moon, Zombies of the Night, Kepler of Mars, 
Metro Force 1 ■ 




»> 



The following consoles are available at £5 off 
recommended retail price. This is an amazing bargain 
you just can't miss out on! 




ZZAP! CAP £3.99 
T.G.M. CAP £ 1 .99 



CORISH'S COMPUTER GAMES GUIDE 



ATARI LYNX 

ind console, CcAfernia Gomes A VtcUofa* 



NINTINOO OAMIBOY 

ind. console, earphones, vxWofink, Tetni 



JtRP DEAL 
179.99 174.99 

pack. bott«i» 69.99 64.99 



CORISH"! 

comprehensive ploying Hp* 
rips, it covers backdoor 
get pai t opponents, shows how 
lives and many o*f»« options) 
Atari ST, Amiga, PC and al 
solutions for the top adventure* 
Special price offer e*ry 



is the most 
ever produced! Featuring over 9000 
left by programmers, cheats and tips to 
to Map leve ls , gives pokes for infmoto 
Cheats for Spectrum C64, Amstrad CPC, 
oonsoiesl Includes over 1 75 
i and arcade odventorel 
£16.99, • aavlng of £3.00! 



NINTINOO CONTROL DICK 

ind. control deck, 2 co nS ro l en , Super Mario Iros game pock 

NINTINOO MUTANT MACHINI 

iocL corrtrol deck. 2 «<r*oleri, Teenage Mutant Hero TortW* 
game pock, poster 

Sf OA M ASTIR SYSTIM 

ind. console, 2 (oypodi A Super Hong On 

SIOA MA STIR SYSTIM PIUS 

ind. 2 rovpads, light phaser. Super Hang On A So 



SIOA SUm SYSTIM 

ind. console, 1 (oypod, fight 



Super Hong On A Missile 



SIOA MIOA DeTJVI |1« Mt| 

ml. console, foypad . Aftered lea* 



79.99 74.99 



79.99 74.99 



79.95 74.95 



99.99 94.99 



129.99 124.99 



189.99 184.99 



The following GAMEMATE gome cords are available 
(all at £14.99): 



C1011 MONEY MAZE C1007 

C1004 MIGHTY TANK C1021 

C1006 MINI-GOLF C1014 

C1003 TENNIS C1009 

C1005 BRICK BLASTER C1012 



GALAXY INVADERS 
MYTH OF ASAMIA 
TIME WARRIOR 
TORNADO 
BASEBALL 



\ CES INCLUDE POSTAGE, PACKING AND VAT. NO HIDDEN EXTRAS 

Please note — all offers on this page are while stocks last, order now as our policy is first come first serve! 




HOTLINE v to 5 pm 0584 87585 1 « 



ZZAP! 
STICKS 

DYNAMICS COMPETITION 
PRO 5000 (NORMAL) 

Features arcade qualify 
microswilches. dual fire burtons, 
robust iteel shah and rubber return 
for smooth contra). 
OFFER £13.50 




DYNAMICS COMPETITION 

PRO 5000 (CLEAR) 

Some as PRO 5000 NORMAL, but 
with we-thru body. 

OFFER £13.99 

DYNAMICS COMPETITION 
PRO EXTRA 

Features rapid fire, unique slow 
motion and see -thru body. 
OFFER £14.99 

POWERPLAY CRYSTAL 
STANDARD 

Clear joystick with red fire buttons 
and pistol grip handle. 

OFFER £14.99 

POWERPLAY CRYSTAL TURBO 

5ame as CRYSTAL STANDARD, but 
includes (ait Auloh're action. 
OFFER £16.99 

POWERPLAY CRUISER BLACK 

With dual lead for spectrum 
Plus2/Plu$3. 

OFFER £9.99 

POWERPLAY CRUISER CLEAR 
AUTOFIRE 

Simply by holding down either of 
the tire buttons engages Autodre 
OFFER £12.99 



THE ZZAP! 
HOT SIX 

SKULL AND 



(Do mark) 

OAi 

£7.99/£l 1. 

SAVE £2.0O/£3.00l 



SHADOW DANCER 

(US Gold) 

C64 

£8.99/£12. 

SAVE E2.00/E3.00! 

Amiga 

£19.99 

SAVE £5.001 

RAILROAD TYCOON 

(MicroPros*) 

Amigo 

£23.99 

SAVE £6.00 

ARMOUR-GEDDON 

(PsycjnosU) 

Amino 

£19.95 

SAVE £5.001 

ULTIMA VI 

(MindMtip*) 

£19.99 

SAVE £5.001 

PRO TENNIS 
TOUR 2 

(Ubl Soft) 

Amiga 

£19.99 

SAVE £5.00! 



SOFTWARE 
MEGADEAL 

if you wish to order any cassette 
or disk lhal is currently available 
please use the following Special 
Offer discount table to calculate 
your Offer price using the 
reccommended retail price as 
quoted on trie software houses 
adverts 



4.99 

7.99 

8.99 

9.99 

10.99 

11.99 

12.95 

12.99 

14.95 

14.99 

15.99 

19.95 

19.99 

24.95 

24.99 

29.99 

34.99 



OFFERS 

3.99 

6.44 

7 24 

7.99 

8.99 

9.99 

10.40 

10.44 

11.95 

11.99 

12.99 

15.95 

15.99 

19 95 

19.99 

23.99 

27.99 



SAVE 

1.00 
1.55 
1.75 
200 
200 
200 
2.55 
2.55 
3.00 
3.00 
3.00 
4.00 
4.00 
5.00 
5.00 
6.00 
7.00 



CARTRIDGE SAVINGS 



OFFERS SAVE 

19.99 17.99. 2.00 
24.95 21.95 3.00 

FREE GAMES! 

Furthermore, order ony three 
£2.99 games and we will give 
jjou one £2.99 game absolutely 

DISCOUNT HOTLINE 

Please phone 058-1 875851 now 
between 9 and 5pm and ask for 
Discount hotline and we will give 

Sdu availability and release dates 
>r your software order. 



BACK 
ISSUES 

LIMITED NUMBERS 
AVAILABLE! 



The following limited stock 
standard issues ore available for 
a measly £1 .95 each 

5, 8, 12 to 25, 27, 28. 30 to 4), 
46 to 49, 51 to 60, 64 

The following MEGATAPE issues 
are at o premium and going like 
hot cokes' they are available ol 
0 mere pittance for £2.45 each 

26,42, 43, 44, 45. 50,61,62, 
63, 65, 66, 67 



0 




HOW TO ORDER 

Please (ill in the coupon below and remember, if you are ordering 
software make sure you hove specified which computer it is intended 
and whether you require cassette, disk or cartridge formal. Similarly, 
don't forget to indicate garment size for clothing. Alternatively phone 
our hotline ordering service between 2 and 4 pm for fast effective 
service (credit card payment only).Prictt valid for UK /Eire/Europe only. 
For Overseas orders please add £2 00 per item (80p per back issue) for 
Air Mail delivery, 



ZZAP! MAIL ORDER ISSUE 73 



Name - 
Address 



Post code 
Tel no 



Method of payment (please circle) Access t Visa I Cheque I PO 



Description 


Format/Size 


Price 






































TOTAL ORDER 





Credit Card No 
Expiry Date 



Pleaie make cheques and postal orders payable to Z2AP1 ltd. 



SEND THIS FORM TO: 

ZZAP! Mail Order, PO Box 10, 

Ludlow, Shropshire, SY8 1JW 




SUBSCRIPTIONS! 



For just £23 and aet a FREE GAME or JOYSTICK! 

Roll up, roll up for this incredible offer. For just 23 quid, you get 
year's subscription to ZZAP!, PLUS and ifs a BIG PLUS... 



It's the offer of a lifetime, ladies and 
gentlemen, the stuff dreams are made of, the 
cream in a cream doughnut, the perforations 
in a tea bag, the lead in your pencil. So fill 
your boots up today and subscribe to ZZAP!. 
These people already have... 

'ZZAPI's the way I like it!' - KP and the 
Punshine Band 

'I think ZZAPI's the best magazine ever in the 
entire universe. And ifs got me in it too!' — 
Phil Kina 

'Damn fine magazine' — Special Agent 
Couper 

'Ifs dead good fun!' — Laura Parma 
'Diane!' — Frank Botcher 




either a 

FREE £9.99 game of 
YOUR choi. 




UK MAINLAND 
OUTSIDE UK 
OUTSIDE EUROPE 



£38 



•frmm gift offer only applUs for UK r.ildonh. All 
subscriptions out* id* UK aro postod air mall! 




7 tins 
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Black or clear 

Powerplay ^|aV 
Cruiser joystick/^** 
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NORTH AMERICANS! 

ZZAP! has got its own subscription and back issues sales office in 
Ontario, Canada. Jusl phone your order through to Barry Hatcher of 
British Magazine Distributors Ltd, ret: 519 456 5353 (or fax him on 5 1 9 
456 5355) — Visa accepted. Alternatively send your enquiries to British 
Magazine Distributors Ltd, 40 Wilkins Drive, Sweaburg, R.R.K1. 
Woodstock, Ontario N45 7V6, Canada. 

Yearly subscription rates: US 565, Canada CANS75, Back issues: US 
$5.45, Canada CAN56.45 (inclusive of postage). 




• By the way, here's what just a few of ZZAPI's 
many celebrity readers have to say about their 
fave mag (ZZAP!, silly!)... 

'Nice to read ZZAP!, to read ZZAP! nice!' — 
Bruce Forsythia 

'I prefer it to a cup of tea!' — Boyo George 
'I can't get enough of it/ — Pamella Bordello 
'ZZAPI's the way to do it! — Mr Punch 
'I wouldn't drink anything else/ — Oliver Ride 
'Burp!' — Clyde Ra< 





Genghis Khan is really two 
in one. In the solitaire 



. j, 'Mongol Conquest* 
you can become Temujin, me Bordighin 
tribesman who is destined to unite me 
Mongols as Genghis Khan. The game then 
switches to the 'World Conquest 7 mode 
which can be played by up to four players. 
Other notable characters include Richard I 
(England), Alexious III (Byzantine Empire), 
ana Minamoto Yoritomo (Japan). 

All command decisions cost attribute 
points. Your character has a range of 
abilities: judgement, leadership, planning, 
persuasiveness and on. When an action is^ 
mode which utilizes one of these abilities, it 
reduces the points allocated. When the 
points fall under a certain level you will be 
unable to execute this action. This means 
that you will need a fair sprinkling of 
several abilities before you charge into 
bo hie. 

The two Game Modes show a map 
divided up into areas/countries which you 
" need to take. You can make 



wi 



send spies into countries, attempt 
assassinations, 'rendezvous' with 
princesses in an effort to gain children, 
train your troops, vary taxes, ploy politics 

n. All 



with your governors and so on. All the time 
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you'll need to keep your people hopp/ and 
well-fed otherwise you'll have an uprising 
on your hands. During battle you have the 




opportunity to lead your forces (infantry, 
cavalry and archers). The games zooms 
into an excellent hex-based wargame 
which ploys like any of the better 
wargames on the market. 

AlthoughGengfi/s Khan may lack the 
graphical overkill of say Powermonqer, Ws 
undoubtedly an excellent product which 
kept me up till late hours more times than I 
care to mention. The challenge of the game 
is high as the opponents are no fools. They 
love to attack when you are at your 
weakest, opponent tactics are intelligent 
too. Unreservedly recommended. 
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Action Stations!, oriqinally 
developed by Conflict 
Analytics in the States, is a 
tactical-level, surface-combat, naval 
simulation that covers me years 1922- 
1945. Created by an active-duty American 
naval officer, me meat of me simulation is 
based upon a classic wargame system used 
by the US Naval War Colfege between 
1922-1945. Whereas the War College used 
fire and effect tables, et ol, to find the 
results of movement and combat, Conflict 
Analytics have sensibly configured the 
system to the computer. 

The game is supreme value for money as 
not only does it contain 30 scenarios, 



Builder and Scenario Generator (using 1 80 
ships) which poshes the challenge into near 
infinity. 

The core of the game system revolves 
around three simulation models (damage, 
gunnery and torpedo) although other 
factors nave, naturally, been taken into 
consideration. However, because individual 
models have been developed you will 
experience some incredible detail that 



ranging from the Pacific to the 
Mediterranean, but there is al: 



also a Scenario 
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realistically mirrors naval warfare in this 
era. For example, the torpedo has its own 
Torpedo Fire Control for automatic firing. 
Setting this includes commanding which 
torpedo mount to fire from, the number of 
torpedoes to fire, the course of the centre 
torpedo of the bunch (or spread) you are 
firing, the spread angle between torpedoes 
and the speed setting — and that's just for 
torpedoes!! 

Other details include night missions 
(including flares and starshells), 
counterffooding, variable weather and sea 
conditions, shipboard fires, a complicated 
damage system, etc, etc!! 

Action Stations?* designer exhibits a high 
degree of technical awareness — I cannot 
fauh any aspect of this side of the game. 
Even though the game relies on a mouse- 
initiated, drop-down menu system, my 
main criticism centres around the screen 
design (eg reports). This area of the game 
is rather messy which will only increase the 
learning curve as it will confuse, at least 
initially. 

If more effort could have been put into 
developing the interface and 'glossy' 
graphics — as seen in Harpoon — I am 
sure Action Stations! would have a wider 
appeal. However, in its defence, the game 
never crashed, which is more than I can say 
for Harpoon 1 . As it is. Action Stations! can 
be recommended for anyone interested in 
naval warfare. 




ULTIMA VI 




rigin/MIn 




Well, folks — ifs here. 
Probably the most 
respected RPG on the 
market today has reached episode six. Let 
me say straight away, that this particular 
Ultima comes closer to the ideal of 
conventional role-playing than any other 
computer role-piaying game in existence. 
Ifs also one of the most impressively 
presented: the large box contains three 



disks, the ubiquitous cloth map, a 48-page 
'Compendium , 6-page reference guide and 
a black 'orb of the moons' gemstone. 

Comparing Ultima W with earlier Ultimas 
— a traditional occupation for reviewers of 
a new Ultima — is more difficult than 
usual. Previous Ultimas have a changing 
scale, so if you place your party icon over a 
town icon and press return you zoom from 
the outdoor scale to the town-mode scale, 
with a third Kale existing for combat. The 
unique aspect with Ultima V7 is that the 
whole world is played at the town-mode 
scale! This obviously simplifies 
programming, allowing the team to devote 
themselves to the one scale. As a 




consequence the landscape is extremely 
detailed, far beyond the towns in Ultima V 
even. So, although the total map surface is 
not much different from Ultima Vme actual 
play area is 16 times bigger, because of the 
extra detail. 

The principle aspect of the more recent 
Ultimas that has impressed me is the game 
■"hilosophy. The Ultima series veers away 
rom the hack'n'slash RPG lie kill the 
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C64 

Repairs 



If something is wrong with your Amiga 
500 or C64 ( who better to turn to than 
the Commodore National Repair 
Centre. 



FREE 
SOFTWARE 



For all repairs to your computer, one low 
payment covers diagnosis, repair 
(including parts and labour) and delivery 
back to you. 



And, as a special bonus, you can receive 
a free piece of software if you contact 
us before March 22nd 1991. 

The experience and expertise of our 
technicians ensures that your computer 
is repaired to a high standard at a low 
cost. And each repair will be carried out 
within 12 working days! 

To schedule a repair and claim your free 
software, simply call Michelle or 
Matthew on 0733 391234. 

Please be ready to give your name, 
address, computer type, serial number 
and the type of fault. 

The cost is £49.95 for an Amiga 500 
and £39.95 for a C64. Payment can be 
made by cheque, postal order or credit 
card. 

And remember, if you call before 
March 22nd, you can claim a FREE piece 

of software. 

Commodore 
National 
Repair Centre 
0733 391234 



FMG House 
Newcombe Way, Orton Southgate 
Peterborough PE2 0SF 







£39.95 
COVERS 

ANY 
REPAIRS 
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monsters, take advantage of your 
environment and the beleaguered 
inhabitants and then kill the bad guy) and 
presents the player with a more thoughtful, 
plot-oriented game that directs the player 
more towards human emotion and 
interaction. Ultima IV began the series, of 
what Origin have termed 'Ethical Parables'. 
In effect, making you responsible for your 
actions. So, if you steal a peasant's food he 
isn't going to like you for it. A 'cause and 
effecP system, in other words. 

This principle has been extended for 
Ultimo VI. For example, you are introduced 
to a whole new culture erf beings, the 
Gargoyles, who are far from just another 
dumb monster -type — they have their own 
closely held, philosophical beliefs. Trouble 
is, their beliefs are in direct conflict with 
your own. So how do vou resolve the 
situation? The Gargoytes will attack 
Britannia but, thev are not mindless 
servants of evil, they are fighting to save 
their race and right an evil wrong. Surely 
this is an honourable cause? Yet mey bear 
arms against you? Ultima W teaches you 
that evil is not as easily defined as you 
might think. 

After you've seen the excellent 
introductory sequence you get to create 

Sour character. This is done in the time- 
on ou red fashion of popping into the 
caravan and answering a series of prol 
Questions. Your answers reflect how your 
character will be constructed. This system is 
far better than throwing a heap of numbers 
together — more 'human', you could soy. 



Once into the game you'll see that the 
interface is controlled by both keyboard 
and joystick. The game also makes full use 
of the extra keyboard keys such as the 
Commodore and Shift keys for access to the 
inventory (which resembles o Dungeon 
Master-type inventory). Every object is 
live': if you can touch it you can 
manipulate it in some way. For example, in 
a room in Lord Britannia's castle is a 
telescope pointing out of a window, in a 
westerly direction. When you 'Use' this item 
you take the pointer from the end of the 
telescope and drag it in any westerly 
direction. After that the screen will scroll in 
the chosen direction letting you see, to the 
telescope's maximum range, the terrain that 
you would see if you hod actually looked 
through the telescope itseK. I spent ages in 
that castle trying to use every object! could 
find* trying to find out how each one 
wortcea, great stuff. Each object has its own 
weight, too. So inventory management is 
paramount. 

Commands available are: Attack, Cast, 
Talk, Look (to read or search items, it will 
also give you the stats on weapons), Get, 
Drop, Move (can move objects like chests to 
reveal trap doors, if you move a sword to a 
square containing a chest you will put the 
sword in the chest, this command can also 
be used for moving items around your 
party). Use (operates any object that has a 
function, mount horse, open doors), Rest 
and Begin/Break Combat. Origin have 
used their excellent keyword system for 
interaction so words con be typed in to 



prompt NPCs (non-player characters) for 
more information. 

Player characters are permanently 
displayed on-screen. Clicking on them 
brings up a Dungeon Master-type display 
showing what the character is carrying in 
his hands (sword, food, spellbook, efefand 
on his body (armour, etc) and what his 
inventory is. It also shows what position he 
will adopt in combat (see later). 

Spells are handled in a similar way to 
Ultima V. You need a number of regents to 
cast your spells and the highest circle or 
levels is still eight. However, you'll see a 
greater choice of spell (instead of 5-6 
spells/circle there are 6-8/circle). Also, the 
common spells have been moved and 
rejigged. Any spell can be selected from a 
list ot current spells seen in a status 
window. You just cycle through each spell 
with the cursor, pressing Return to select. 

Combat has been changed. Firstly, there 
is no 'combat zone' that you are whisked to 
when fighting occurs. You can just walk off 
a pathway and into a band of raging Ores, 
for example. The combat area is where you 
find it. Each character has o predetermined 
position for combat (lead, flank, etc), so 
when combat occurs the party will quickly 
fall into position. You can chanqe this in 
mid-combat though. Each member of the 
party can fight under computer control 
[which speeds things up a bit) or you can 
individually command each person. 

The Ultima world is much more highly 
developed than its predecessors (although 
features such as the moongates being 
synchronized with the phases of the moon 
□re still present). Origin describe it as an 
'Ecosystem'. For example, each character is 
much more capable about referencing 
material about themselves. They know 
what there belongings are, they can tell 
you about their family and their business 
and what thev know about the world. On a 
business level a miller, for example, would 
like to buy grain and sell flour. However, 
his purchase price for buying grain will 
depend upon his current storehouse, 
similarly the price of flour will also be 
related to his current stores. This allows 
more real-world actions such as being able 
to buy wheat from a farmer, sell it to the 
miller who will sell you flour in return. You 
can sell your flour to a baker who'll then be 
able to make and sell you some bread — 
and so the world turns. 

Ultima Wis simply incredible. There's 
even some supedathre graphics, although 
for most the real appeal is in an enthralling 
pfotline with untold depth, and a high level 
of character interaction with an intricately 
detailed and delicately balanced world that 
will take a long, long time to explore. 
Ultimo VI is role-playing at its most 
creative. Witness the state of the art. 




- • • - -.v-.v^O-.vW -» .V\\\\\\\\\\\\\\\ VVVVVx> 



^? Pa 



» m 
> - ~ - < 



L EK • • t * « 





« 4 * 4 • • 
• (44. • • 


■ 






4* 




- <n 




* ^ * 

44 







■ • 



9 u 

$7 / 



an i no 



i X 



X x X X X X X XXX xx.«" 



ii wounded 



- j 1 



Car goy Le attacks 
\m i tn a baoner-ang. 



1 : \D u p r e barely 
wounded . 



0-4-07-0161 Uind:C O* 

" ~* V" ^\\\\\\\\xxs\\\\\\\\\\\\\\\\\\\ x A x 




KINGS 




ANCIENT 



CHINA 




h 





Ancient Chinese myth told of 
108 demon spirits set free on 
lion Shan Bo mountain. The 
legends spoke of ostracized heroes who 
lived on trie fringes of society until they 
could gain the strength to right the wrongs 
they had suffered, and restore the glory of 
the Song Dynasty. 

This isn't any old fairy tale stuff made up 
by a Koei programmer either, it's a well 
respected Chinese legend which was one of 
the inspirations that held toaether Mao Tse 
Tung's revolutionary guerrillas in their 
march to take over China. 

At first glance Bandit Kings appears to 
offer the same interface and strategic 
challenge as Genghis Khan (see review 
elsewhere). The game covers 12th Century 
China while presenting some very colourful 
graphics, maybe even more detailed than 
Genghis Khan. Primarily menu-driven, with 
an excellent manual the game requires you 
to unite provinces, build a strona, economic 
and military base and handle diplomacy. 
The eventual aim is to reunite the Song 
Dynasty. 

During play the game offers, in a similar 
way to Genghis Khan, monthly turns in 
which you control a primary leader and 
must select options which indicate what you 
wish to do within each province during the 
given season: diplomatic negotiation, war, 
economic build-up, military escalation or 
determining internal politics. Even though 
the game uses excerpts from actual history, 
the storyline is entwined with myth and 
legend — magic becomes a vital factor. 

There are many welcome animated 
sequences that depict an action or result. 
For example, a defeated player is depicted 
as a forlorn figure sitting on the floor of a 
jail cell and the door swinging to close 
upon him. There are other sequences which 
snow the convicted player character being 
beheaded, and the burning and looting 
barbarian hordes during the invasion of AD 
1 127 (you must complete your mission 
before this occurrence, otherwise the game 
ends). 

During strategic play you will see a map 
of all of the provinces along with adjacent 
information windows. However, during 
tactical combat the play zooms into a hex- 
based screen whereupon you fight the foe. 
The aggressive quality of the enemy within 
this tactical scenario is not quite as high as 
Genghis Khan. However, the defensive play 
has improved. Maybe the fact that the Al 
has to cover a wider area than the Genghis 
Khan tactical area plays a part too. 



Before you have the satisfaction of 
trouncing the dastardly villain, Gao Qui (a 
baddy who, whilst a servant of the 
Emperor, is doing a bit of raping and 
pillaging on the side) your character must 
achieve a popularity level of 250. Only 
then will the Emperor allow you to bring 
the fat, cowordry, sleazy bucket of splung 
to justice. 

The attention to detail is a wonder to 
behold, the subject matter is refreshingly 
original, the computer opponent very good 
indeed and the graphics, whilst not state-of- 
the-art, are pleasingly detailed. Koei 
continue their high standards with the 
release of Bandit Kings - very addictive. 







A most unusual game. 
Probably the oddest strategy 
game I've ever played. Ever 
fancied controlling a Formula One class 
racing team such as Lotus, Ferrari or 
Williams? D&H give you that chance with 
Grand Prix, a game that is structured, 
designed and plays in a similar fashion to 
their Football Director, Multi-Player Soccer 
Manager, Cricket Captain and other 
sporting strategy games. 

Afterloading, you will be asked for your 
name and the year you wish to begin. After 
that money rears its ugh/ head. You select a 
racing team and a variety of different 
sponsors for your engine, tyres and so on. 
Finally you can bid for additional sponsors. 
All of these individual decisions bring in a 



wodge of loot. 

After that you are presented with the 
standard menu. The first option is the 
practice lap section. This is where you 
plonk each of your two drivers into their 
respective cars and select relevant tires 
depending upon the weather conditions 
{tyre types include 'rain' and 'soW). After 
you initiate the practice lap a time will 
appear telling you how they did. This time 
is important as it will determine where, on 
the final starting grid, your car will be 
placed. Obviously, a fast practice lap will 
result in a high place on the starting grid. 

The next option is compete in one of 1 6 
races per season. Again you select your 
tyres for the race. Trie actual race sequence 
is depicted in an animated fashion. A static 
window focuses upon one small section of 
the track. During each lap you will see all 
of the cars roar past (each car in 
appropriate race-team colours). Of course, 
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you can just sit back and watch (or call up 
a position table to see how you're faring). 
However, the weather does change during 
the race and there is a danger ot one of 
your cars incurring a fault (suspension, low 
fuel, etc), so you may want to call a car into 
the pits for a check-up or a tyre change. 

After the race has finished a number of 
tables are updated (all of which can be 
accessed via the main menu), including the 
driver league and the race constructors' 
team league. Other tables include the race 
fixtures, bank loans and the costs for each 
race (shipping, etc). Ratings examined 
include those of your crew: besides the two 
drivers you have a team manager, chief 
mechanic and other mechanics under him. 
Each of these personnel are rated for their 
ability and their wage. In addition, you 
have a the right to sack any members of 
the crew and look for new replacements 
taken from the employers pool. 

Other features of Grand Prix include the 
option of pumping cash into development. 
This can pay dividends during the next 
season with an improved car. You can even 
bet on drivers in the race and give your 
team bonus pay. 

I must say that I enjoyed playing Grand 
Prix. It proved to be surprisingly addictive, 
even though the majority of the game was 



text-based and the animation sequence 
was pretty simple. However, the one big 
criticism I have with this game (and other 
D&H games, as a matter of fact) is the 
manual — or bit of paper, really. There is a 
lot of information that is missing from the 
game info supplied. None of the Al or 
tactics are explained. No hints are given, 
nor explanations as to the rising and falling 
of ratings. A area! shame, this, because the 
programmer has done everything possible, 
only to find that the manual writer has 
cocked the whole thing up. I recommend 
Grand Prix for anyone interested in the 
sport and with the patience to work out the 
unexplained logic of various game 
decisions. 
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Amiga i 

Nowadays, the mere mention 
of the words 'football 
manager' prompt moans and 
groans and words like 'Oh not again!'. The 
market is awash with football games — 
either of the Kick Off action type or D&H's 
own Football Director strategy game. 
However, dare I say that this particular 
football game is different? The title, in 
effect, gives the game away — no pun 
intended. This is the first multi-player 
football management game and, with one 
important exception that I will go into later, 
offers good entertainment. 

Up to eight players can participate in the 
game, which is completely mouse/ joystick 
driven. After inputting the year of your first 
season you choose your team(s) and play 



begins in the Non-League. Apart from the 
five divisions you are given the FA and 
league Cups plus the UEFA and European 
Cups for when you reach First Division 
status. 

Features are numerous: various team 
tactics (agaressive play, etc), formations, 
buy/sell players, injuries, sponsorship, 
retirements, contracts, manager's talk, 
crowd violence, play-offs, season tickets, 
over 100 teams and 1,250 players, etc, etc! 

After selecting your team ana clicking on 
the play icon the results are instantly 
shown, division by division {this cuts down 
the waiting time for large multi-player 
sessions). Your team wilt be highlighted 
within the division. After the result has been 
shown, a newspaper page is presented. 
Among the greyed-out writing will be your 
team's result plus the scorers (if any) and 
any other important information such as 
injuries, payment of sponsorship. 



As a one-player gome MPSM is pretty 
good but its as a multi-player game that if 
should come into its own, providing more 
exciting play. I say 'should' come into its 
own because the game's principle criticism, 
the manual, hampers much of the 
excitement. The problem with the manual is 
the acute lack of information that is given to 

C. This leads to a lack of appreciation of 
finer points of the game's strategy and 
artificial intelligence. You have no 
awareness as to how, for example, the 
players' skill factors vary. Why and how do 
they rise or fall? Also I was foxed as to the 
meaning of some abbreviated heodings: I 
still do not know what some of these mean. 
Overall, a good game spoiled by a 

frustrating manual. Buy it but be prepared 
tor a long learning curve. 
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SUNNY SIDE UP 



As I speak the sun Is 
out and the ZZAP! lot 
are relaxed and laid 
back, yes things 
looking good and 
we're feeling good.* 
On the good side this, 
month we have exclu-$» 



For some spooky reason we 
never reviewed this so-so 
arcade adventure on the C64. 
great music though. 
Thanks to Marc Simpson of 
Arritsoord here's some tips 
and some ever-so-usefui 
codes to help Boone, the 
Nightbreed and co. 

1 . You don't need to be baptised 
to change into Cabal. 

2. Every time you press F1 your 
face will turn green (left of the 
message area), use the rip to kill 
the Sons of the Free quickly. 

3. Always replenish energy. If 
possible, after a fight. 

4. If you need to jump a big gap, 



change to Cabal as he can jump 
further than Boone. 

PASSWORDS 

When the menu page loads 
select the Passkey option and 
enter the Passkey code for 
whichever level you want to play. 
The numbers relate to the 
Passkey segments you should 
enter to make a complete 
Passkey The order is based 
around 1 in the top-left comer, 4 
in the top-right, 13 in the bottom- 
left and 16 in the bottom-right 
comer. 



Level 

2 
3 

Baptism 



Passkey Segments Needed 

2,11.3.9 
15.12,4.8 
1,16.13,10 
1.6.7,9 



GREMLINS 2™ 



Good to see a cheat mode'" 
that works on both versions of 
a game " , makes my life easier 
and any cheat is welcome'" for 
this toughie'" game of the 
licence'" . Doo be doo be 
doo. ,M ,M ™ 

On either the C64 or Amiga 
version get a high score and type 
in SINATRA to get Infinite lives. 
Be careful not to use all the 
telephones on level 4 or you 
won't be able to trap the 
Electric'" Gremlin™ 



MAGfOAND DIZZY 



This was to go in last issue 
with the map and solution but 
things took the usual wrong 
turn and here it Is in the next 
issue. 

To get infinite lives on the C64 
version load up the game and 
use a reset switch to reset the 
game, type in POKE 9860,173 
and an SYS 32576 to get Dizzy 
going again with infinite 
eggshells. 

And while we're on the subject 
of general Dizzy-ness. A few 
issues back, Simon Wills of Mid 
Glamorgan asked where the 
remaining 3 out of 30 coins 
were In Treasure Island Dizzy. 
Well come to the rescue, 
Michael Murphy of Vlcarstown, 
Co Cork. Take ft away, Mikeyll 
When you have 27 coins, hop on 
the boat (when it's moving) and 
it'll take you to a second island 
where you will find the remaining 
coins to complete the game! Ta 
Daaa! 

QUAKE MINUS ONE 

IMko 





A golden oldie program with 



some classic tips from CR 

McGibbon. 

Where to start? Oh. alnght let's 
begin with the control method. 
The best tip I can give here is 
PRACTISE — long and hard. 
The first few times you play you 
will find that Hermes gets cap- 
tured very rapidly. Therefore your 
first priority should always be to 
fortify all roads leading to Her- 
mes, except the one directly 
South of it. The only places your 
droids have to be are defending 
Hermes and attacking Ares, 
which is roughly at the NorthWest 
comer of the hexagon. Wander 
around the complex in interrupt 
mode to find the others — their 
locations are fairly obvious. 

To defend a road, first destroy 
the control tower so that the 
enemy droids can't capture it 
{cunning, eh)? Then drive down 
the road towards the direction 
from which an attack is expected. 
Stop just behind the factory clos- 
est to the hostile end. If the droid 
gets attacked later, simply rotate 
to face the factory and get 
repaired. Though strong, this 
position is not impregnable and 
an enemy droid can eventually 
destroy the sonar beacons on the 
road, vaping your droids without 
you even knowing about it (aw. 
shame)! 

When Hermes is relatively 
safe, turn your attention to cap- 
turing Ares. By far the best 
weapon for destroying enemy 
installations is the torpedo, as 
these can be used out of range. 
(The laser is useful against con- 
ducting columns though.) 

To capture a road, use the fol- 
lowing method: 

Advance very slightly from the 
junction and stop. Switch to tor- 
pedoes and rotate to face any 
dangerous installations visible in 
the distance ie rigs, bunkers, 
magnetrons and conducting 
columns. When the sight flashes, 
let off torpedoes until it stops. 
Repeat until the coast appears 
clear and advance until you can 
see the control tower. If there is a 
conducting column opposite, 
destroy it. otherwise, switch to 
ionic blaster (if you haven't got 
one. retreat and find a droid that 
has). The rest is in your hands... 

Here's a brief rundown of the 
other weapons: 

MINES. Use them to take out 
droids quickly, but remember 
they do run out. 

FIREBALLS. Main weapon 
against droids. 

LASER and MISSILES Use- 
less unless you've got nothing 
better. 

Now that you've captured Ares 
it looks like capturing the other 
three installations is going to be 



game of 1991 and 
rave of the month 
Turrican 2. Alongside 
lurry Too we dish out 
the facts on 

Cyberball, Lemmings, 
Creatures — plus a 
host of other hot-as- 
the-sun works of 
6502 art, no less. 
After I've got this out 
of the way It's out to 
top up the tan, the 
only thing that's 
missing, is the lotion 
and the drinks. But 
what with this issue's 
great tips and Turri- 
can 2 to play endless- 
ly, I'M drink to that! 
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well nigh impossible, right? 
Wrong! Take a look at them in 
interrupt mode — you will notice 
that there is at least one droid 
from your newly captured fleet 
with an ionic blaster beside them. 
Coincidence? Pah! Anyhow, this 
is the most important part of the 
game. If you blow it, chances are 
that you won't be able to try 
again before Hermes gets cap- 
tured. 

John Ward of South Norword 



1 ) Use mines instead of fireballs 
to destroy droids. You only need 
a single mine to instantly dispose 
of a droid, as opposed to two or 
three fireballs 

2) Don't stop behind factories — 
pull up in front of them and you 
will rarely be taken by surprise. 



And to follow up the codes for 
(he first ten levels of each skill 
level printed last month, here's 
another ten including 15 of the 
elusive Mayhem lot. Although 
we'd been through most of the 
levels ourselves, Casey of 
Calcot and Jerome the Zoids (t) 
sent through ALL the codes. 
Casey sent through a printout 
of seven motley members of 
the DMA crew {plus friend) 
from the end screen. I hope the 
victims of this digitization are 
slightly better defined in real 
life than their picture suggests. 
Anyway, 'Let's Go!' and have 
fun with this lot - the last lot 
of 30 per skill level next month! 

Fun 

Level 11 — OJODHBELCT — 
Keep your hair on Mr. Lemming 
Level 12 — JOLHCMOMCV — 
Patience 

Level 13 — MDLCAKLNCS — 
We all fall down 
Level 14 — LHBMJLOOCT — 
Origins and Lemmings 
Level 15 — LCANNMDPCJ — 
Don't let your eyes deceive you 
Level 16 — BINLMDHQCL — 
Don't do anything too hasty 
Level 17 — CEJHLFLBDX — 
Easy when you know how 
Level 18 — IJHLFLBCDL — 
Let's block and blow 
Level 19 — OJLNHCEDDU — 
Take good care of my Lemmings 
Level 20 — HNNHBMOEDM — 
We are now at LEMCON ONE 

Tricky 

Level 11 — BAJHMDIJEX — 
Lemmings in the attic 
Level 12 — IJHMDIBKEQ — 
Bitter Lemming 

Level 13 — NHMDIBALEN — 
Lemming drops 




TURRICAN 1 - WORLD ONE 



Level 14 - HMDIBINMEW — 
Menacing!! 

Level 15 — MDIBAJLNEP — 
Ozone friendly Lemmings 
Level 16 — LMBIJNOOEY — 
Luvly Jubly 

Level 17 — IBANLMDPEV — 
Diet Lemmingland 
Level 18 — CIONOLIQEM — 
It's Lemmingentry Watson 
Level 19 — BAJHLFIBFR — 
Postcard from Lemmingland 
Level 20 — IJHLFIBCFK — 
One way digging to freedom 

Taxing 

Level 11 — HFANLLDHGR- 

The ascending pillar scenario 

Level 12 — FINLLDHIGK — 

Living on the edge 

Level 13 — FAJHMDHJGM — 

Upsidedown world 

Level 14 — IJHMDHFKGV — 

Hunt the Nessy. .. 

Level 15 — NHMDHFALGS — 

What an AWESOME level 

Level 16 — HMDHFINMGL — 

Mary Poppin's land 

Level 17 - MDHFEKLNGJ — X 

marks the spot 

Level 18 — DHFIJLMOGN — 
Tribute to M.C. Escher 
Level 19 — HFANLMDPGK — 
Bomboozal 

Level 20 — FMONMLLQGW — 
Walk the web rope 



Mayhem 

Level 6 — GMNOMOJQHJ — 
One way or another 
Level 7 — FAJHLDIBIW — 
Poles apart 

Level 8 — IJHLDIFCIP — Last 
one out is a rotten egg! 
Level 9 - NHLDIFADIM — 
Curse of the Pharaohs 
Level 10 — HLDIFINEIV — 
Pillars of Hercules 
Level 1 1 — LDIFAJLFIO — We 
all fall down 

Level 12 - DIFIJLLGIX - The 
far side 

Level 1 3 — OGCNNLEHIQ — 
The great Lemming caper 
Level 14 — FINLLDHIN — Pea 
soup 

Level 15 — FAJHMDIJIP — The 
fast food kitchen 
Level 16 — IJHMDIFKIY — Just 
a minute 

Level 17 — NHMDIFALIV — 
Stepping stones 

Level 18 — HMD1FINMIO — And 
then there were four 
Level 19 — MDIFAJLN1X — 
Time to get up! 

Level 20 — DIFIJLMOIO — No 
added colours or Lemmings 

And where would we be without 
a tribute to Shadow Of The 
Beast? Well, try NHCIJNNGDM 
for Seasf 1 Lemmings action and 



aurats and FINLMDIQIW for 
some much tougher Beast 2 
Lemmings antics and sonic 
ambience (how very appropriate) 
And if you want to see the end of 
the game try the VERY last level 
using this code: FINLLFIIJO. 
Good Lemming luck! 




A nifty little game, this was the 
star of Issue 71's Megatape 
and here we have a cheat here 
from Christopher Shute of 
Cleveland. 

Play the game as normal until 
you turn into a Draconewt, now 
kill yourself 5 or 6 times and hey 
presto you now have infinite 
Draco lives!!!! While we're on the 
subject of Zeppelin and 
Megatapes. does anyone know 
any cheats/pokes for Zybex?? 



When we had this cheat mode 
faxed to us I thought it was 
going to be Lotuses with guns 



I 




— Konly. Instead the 
programmer has put in a little 
shoot-'em-up which, to be 
honest, wasn't worth the effort. 
To access it type in MONSTER 
as Player 1's name and 
SEVENTEEN as Player 2's 
name. A pair of eyes will briefly 
appear and vertical blast-'em 
action here we come. Ho hum. 



Not so hot on the C64, in fact 
it's crap but here's an Action 
Replay Cartridge poke for It 
from Geoff Tranys from Oz way. 

POKE 14041.165 -Infinite 
Lives 

POKE 4587.189 -Sound FX 
only (Well, the music is pretty 
dire!) 



If you hold the PAUSE key down 
(let go of the joystick first) you will 
be able to move your aircraft 
anywhere around the screen 
without fear of being hit. 
Commence the game by 
releasing the pause key. Useful. 



S CHALLENGE 

(US Odd) 

I should never say 'More Next 
Month': those three words 
mean sudden death for any 
further tips on a game (who 
said Rainbow Islands at the 
back?). But surprise, surprise 
here we are with another 25 
codes to keep you challenging 
this great puzzler. 
Level 26 YVYJ CHCHCHIPS 
Level 27 IGGZ GO WITH THE 
FLOW 

Level 28 UJDO PING PONG 
Level 29 QGOL ARTIC FLOW 
Level 30 BQ2P MISH MESH 
Level 31 RYMS KNOT 
Level 32 PEFS SCAVENGER 
HUNT 

Level 33 BOSN ON THE 
ROCKS 

Level 34 NQFI CYPHER 
Level 35 VDTM LEMMINGS 
(Ay oop! They get everywhere!) 
Level 36 NXIS LADDER 
Level 37 VQNK SEEING 
STARS 

Level 38 BIFA SAMPLER 

Level 39 ICXY GLUT 

Level 40 YWFH 

FLOORGASBORG 

Level 41 GKWD I.C. YOU 

Level 42 LMFU 8EWARE OF 

BUG 



Level 43 
Level 44 
Level 45 
LAB 

Level 46 HDQJ THREE 
DOORS 
Level 47 
Level 48 
SQUARE 
Level 49 
Level 50 



UJDP LOCK BLOCK 
TXHL REFRACTION 
OVP2 MONSTER 



LXPP PIER SEVEN 
JYSF MUGGER 

PPXI PROBLEMS 
Q8DH DIGDIRT 



TURRICAN 1 



Auf Wiedersehen!! CLICK... 
Brim*.... and the German 
Telephone Exchange finally 
paid off and thanx to the 
wonderful Kristin Dodt of 
Rainbow Arts for the entire set 
of maps of Turrican 2 plus 
cheat mode and our equally 
wonderful English counterpart 
Nikki Hemming for getting 
copies of the game to us in 
record tlmel 

I won't go on too much 
about how to go through each 
level, the route is a forced one 
for much of the time and the 
arrows on the maps should 
help you through. It's up to 
you to get all the diamonds 
and 1-UPs from the nooks and 
crannies. Follow the arrows 
and you should get through 



alright. 

I've got the cheat mode at 
the moment but I'll wait for a 
few issues before revealing all, 
so to speak — all you lot who 
complained to me that the 
game was too easy have had 
another thing coming with this 
beaut of a game! For Turrican 
a £50 software voucher was 
the reward for the complete 
maps and that still stands (I 
may well throw in some other 
bits and bobs as well) for 
anyone brave enough to take 
on the mapping challenge. And 
what about a music listing, you 
lot?? Enough of this, here are 
the maps to World One of 
Turrican 2 — AWESOMEl 

LEVEL 1.1 - SAMURAI 
ROBOT 

Killing this mother should be an 
easy enough task as you lot have 
played the Megatape demo 
endlessly (I hope). For those of 
you still struggling it's a great 
idea to use energy lines first to 
soften him up and follow it with a 
blast of the Super Weapon to 
keep him occupied. And if he's 
still going then use the 
Surround/Lightning Blast and aim 
for the head — power-up 
weapons help io finish it off. 
Once through this there's no end- 
level baddy, just exit the level. 
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Easy as pie, 

LEVEL 1.2 -LASER. 



(PLUS FRIENDS) 

A traditional end-level baddy with 
a nasty line in throwing out 
walker after walker while firing 
bouncy laser bolts. Novel, I must 
say. Learn the firing frequency of 
the laser bolts and where they hit 
as they get nearer and nearer 
Turry. Leap forwards just before 
the bolts come out and you 
should get over thern, the 
walkers are a problem but 
nothing that a few nimble jumps 
shouldn't be able to sort out. The 
Super Weapon can be used at 
any time to give Skully something 
to think about but you'll need 
well-aimed head shots to finish 
him off — energy lines are a 
good follow-up weapon. No 
sweat, this one. 

THE SPY WHO 



We haven't got a copy of 
TSWLM on C64 around the 
office at the moment but try 
this Andrew Styles cheat for 
infinite lives and no sprite 
collision detection. 



10 REM ZZAPf SPY WHO 
LOVED ME CHEAT BY 
ANDREW STYLES 
20 FOR X=288 TO 330: READ Y: 
C=OY: POKE X.Y: NEXT X 
30 PRINT "DATA ERROR. 
CHECK YOUR LISTING" 
40 DATA 

32.86.245.169,49.239,2.169.1.14 
1 

50 DATA 

240.2,96,72,77.80.169.62.141,22 

2.192 

60 DATA 

169.1.141,223.192.76,0.192,169. 
173,141 



Andrew Styles pops up again 
with an Action Replay 
Cartridge poke for the C64 
version. 

At the start of Level One enter 
the Action Replay Monitor and 
enter the following. 

POKE 14473.96 and when you 
restart the game you'll have 
infinite energy. 

And if you want to disable the 
timer on the Dam swimming 
section then just enler the 



Monitor again and enter POKE 
23063.173 and restart the game. 

And on the Amiga version of 
Turtles here's a cheat for infy 
Turtle energy. 

Load up the game as usual 
and when prompted to enter the 
3 passwords enter 8859 for the 
first password. 1506 for the 
second and then for the third 
consult the password protection 
codesheet. When you start the 
game pressing HELP toggles 
infinite energy on and off. 




Andrew Styles here again) 
You thought you'd seen the 
last of me, well think again, 
and while you're there 
thinking, have an infinite 
tives/energy listing for C64 
Night Breed (tape version). 
Bye!' 

10 REM NIGHT BREED CHEAT 
FOR ZZAP! 

20 FOR X=272 TO 351 : READ Y: 
C=C+Y: POKE X.Y: NEXT X 
30 IF C=8584 THEN POKE 
157,128: SYS 272 
40 PRINT "DATA ERROR. STOP 
WHAT YOU'RE DOING AND 
CHECK LISTING" 



50 DATA 

32.86.245.169.33.141.217,2,169, 

1.141,218 

60 DATA 

2.96,72.77,80,169,32.141.19.9.1 

69,51 

70 DATA 

141,20,9.169,1.141.21.9.76.0.8.1 
41 

80 DATA 

32.208,162,173.173.144.65,201, 

206.208,6.142 

90 DATA 

130.65.142.144.65.173,100.66.2 

01,206,208.6 

100 DATA 

142,86.66,142,100.66.173.10,68. 

201,206.208 

110 DATA 

6.142.252,67.142.10,68.96 



PLANET OF THE 



Thanx to Aaron Dixon of South 
Shields here's a guide to the 
Hover Sled sections of this 
long-winded/long-worded 
Gauntlet variant. Dig those 
Weetabix robots! 

For the end-of-fevel guardians 
just hold down fire until you are 
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BYTE BACK 




Ring us now! 0636-79097 we're programmed to help 





DELIVERY 
SERVICE 

....and the keenest prices 



GAMES 



FIND OUT WHY MOST AMIGA USERS PREFER BYTEBACK! 



GAMES ACCESSORIES 



PUBLIC DOMAIN 



Acton Staltons 21.99 

AMOS - Games Creator 34.99 

Armour-Geddon 16 99 

Atomic RobokkJ 17 99 

Awesome (PLUS T-Shtd) 24.99 

I Badlands 16 99 

BAT 1699 

I Battle Command 16 99 

Battle of Britain 19.99 

Betrayal 1999 

Billy The K«J 16 99 

Cadaver 1699 

Captive - 15 99 

Car-Vup r . 1699 

Chaos Strikes Back (Mb) 16.99 

Chase HO 2 16 99 



S.W..I.V 16.99 

Team Suzuki 16.99 

Teenage Mutant Hero Turtles 16.99 

Turncan 2 16 99 

U.M.S.2 19.99 

Ultima V ~~. 22 99 

Wargame Construction Set 21 99 

Warlords 19.99 

Wings (Mb) 18- 

Wrath of the Demon 

Z-Oul 



Locking Dtfk Sox {40+) 6 99 

Meca Bo. ;1 50 •«**«•«) 19M 

Mouse Mat - 3 99 

Keyboard Of Monitor Cover .5 99 

M<li Mast* 3* 99 

Hardware Rete*ence Manual 19 99 



1 disk - -.1.* 

5 disks 8 99 

10 disks* File box 15 99 

20 disks + 2 File boxes 24 99 1 

Ask lor our NEW catalogue 1 



50OK RAM 5«pons*n! 

500K RAM . DUNGEON MASTER 

WOK RAM . KICK OFF 2 {Mb) 

ig 99 500K RAM - DRAGONS LAIR..— 

14 99 



m n 

.4999 



59.99 



SALE * SALE * SALE * 



Afterburner 7.99 

Battle Squadron 9.99 

Chessmaster'2'V6o^^!"'Z 19 99 Bloodwych 9.99 

Cold.tr 19 99 Colossus Chess X 9 99 

Colonels Bequest 24.99 Continental Circus 6.99 

Conquest of Camelot 24 99 Qail ^ Horse Racing 8.99 

6 99 Dragons Breath 9.99 

,9 99 ELITE 9.99 

,6.99 Galaxy Force 4.99 

19 99 HARD DRlVIN' * 10 DISKS 1199 



FURRY MOUSE COVER" 6 99 

(with eyes, ears and nose 1 



DISKS 100% Guaranteed 



Bulk disks 
Plus 



(x 10) - 5.99 

<x50) 27 99 

(x 100) 49 99 



Corporation... 
Crime Wave ... 

Curse ol the Azure Bonds 

Dragon Breed 

Dragonstnke — 

Dragons Lair II - Timewarp 

Dragon Wars 

I Dungeon Master 

EJvira — 

Exterminator.. 

Feudal Lords 

Flames ol Freedom (Mid 2) 

j Flight ol the Intruder 

Gauntlet 3D 

Genghis Khan (Mb) - 

GODS 

Golden Axe -15'S 

Hard Dnvin'2 - 16 99 

Harpoon - 19 99 

Horror Zombies 16.99 

!Hun( lor Red October 16 99 

I Indianapolis 500 17 99 

James Pond 16 99 

Jack Nickiaus Unlimited Goll 19 99 

Kick OH 2 (Mb) -15.99 



SONY Boxed 

Plus 

Labels 



.« 10).. 
<*50) ... 
.(x 100). 



CHILDRENS 



24 99 

1999 

15.99 

,9 99 

16.99 

16.99 

1999 

1999 

PHONE 

22 99 

1699 



Mouse Trap 4 99 

Nebulus ....-4.99 

Netherworld - 4.99 

Shadow ot the Beast 12 99 

Silent Service 9 99 

Silkworm 7.99 

Super Hang On - 7. 

X-OUT - 



Dinosaur Discovery Kit. 
First Letters and Words 



.9.99 
.47.99 
89 



.17.99 
.1799 



AU.01 Jaabench - Superb Workbench 
replacement: lulty multitasking! 
AU.03 OL Emulator ■ plus 2 disks lull ot 
programs (3 disks: E5.97) 
AU.13 Vlslcalc; spreadsheet... 
AU.18 North C; programming language 
AG.01 Star Trek 1 : Version of the ST 
adventure game (3 disks: £5 97) 
AG.02 Games. Pacman. Othello. Hanoi 
Gravity Wars. Jackland. Empire, etc 
AG.03 Agatron Star Trek. Space game. 
Superb simulation! (2 disks: £3 98) 
AG.04 Monopoly; classic board game 1 
AG.05 Pacman 87; Multi level game 
AG.06 Games: Cosmoroids. 
Backgammon. Amoeba. Stone Age, Cham] 
Reacton 

AG.10 Space Invaders Tt-e Classic' 



Mickeys Runaway Zoo.... 
Donalds Alphabet Chase 
Gootys Railway Express 



COMPILATIONS 



FREE - PUBLIC DOMAIN DISK WITH 
EVERY GAME FROM THIS COLUMN 
Pick Irom list opposite! 



I Lemmings 

| Lotus Espnl Turbo Chall 

Midwinter 

MIG29 

Mighiy Bombfack 

I Nightshirt 

M1 Tank Platoon 

Obilus <+ T-Shirt) 

Operation Stealth 

Pang 







1699 

16.99 

1999 

24.99 

16.99 

1699 

19.99 

24 99 

17.99 

1699 



I PGA Tour God 16 99 

P*k H P-le 16 99 

Pool ol Radiance 19 99 

Powermonger _ 1899 

Pro Tennis Tour 2 16 99 

Puznic 16 99 

Rick Dangerous 2 16 99 

Robocop2 '6 99 

Rorkes Drift 15.99 

Revelation 1499 

| Secret ot Monkey Island 

(Shadow ot the Beast 2 

jSim City 

;Speedball2 

I Spmdizzy Worlds 

Super Monaco Grand Pnx 

Super Oft Road Racing 

Supremacy 



- 19 99 

.24.99 
.17.99 
.16.99 
.1699 
.17 99 
.16.99 



FISTS OF FURY 19 99 

Double Dragon ll. Shinob. Nm|a Warnors. 

MASTER MIX 1699 

Thunder Blade. Turbo Outrun, Crack 
Down. Super Wonder Boy, Dynamite Dux. 

WHEELS OF FIRE .^....19 99 

Hard Drrvm\ Power Dnft. Turbo Outrun, 
Chase HO 

SPORTING GOLD 19 99 

Games Winter Edition. Games Summer 
Edition. California Games 

HOLLYWOOD COLLECTION 19 99 

Ghostbusters II. Robocop. Batman (the 
Movie). Indiana Jones 

PLATINUM 1799 

Ghouls and Ghosts. Stnder. Black Tiger. 
Forgotten Worlds 

POWER PACK ...16 99 

Xenon II, Lombard RAC Rally. TV Sports 
Football. Bloodwych. 

PREMIER COLLECTION 111 .... 12 99 
Archipelagos. Quadralien. Cybernoid 2. 
Battleships 

STORY SO FAR (VOL 1) - 9.99 

Buggy Boy. Ikan Warriors. Beyond Ice 
Palace Battleships 



JOYSTICKS 



Joystick & Mouse extension 4.99 

Quicksnot III Python 9.99 

Ouickjoy III Supercharger 11 99 

Quickfoy Jettighter 12 99 

Ouickjoy TOPSTAR 1999 

Competition Pro Extra 15. 99 

Sting Ray Handheld 13.99 

Arcade joystick 16 99 

Zip Stick Professional 15.99 



Fun School 2 (Under 8) 

(6 to 8) 

9 99 j2K!fci*s«-: 

Fun'scnooTs (Under 5) 

(510 7) 

(Over 7) 



.16.99 
16 99 
16 99_ 

.12.99 
.12.99 



AG.13 Adventure Solutions; Over 
100 Including: Dungeon Master, 
Rambird. Intocom. Sierra. Ultima. 
Bards Tale. Future Wars.(2 disks: C3 981 



.15.99 
.1599 
15 99 



Micro English (GCSEi 

M.cro Maths (GCSEJ 

M.cro French (GCSE>... 



Postman Pat 

The Three Bears Adventure 



AG.14 Flaschelber. Protessional quality 
_t™ Boulderdash style game! 

AG.16 Castle ot Doom. Adventure 
AG.18 Train Set; Design Railway and run 
2 trains around me track' Plus: Golden 
Fleece. Tron. Star Fleet... 
AG.24 Drip: Superb addictive 15 level 
arcade quality arcade game 1 
AG.27 Star Trek USA Space Strategy 
featuring Enterprise & Crew 1 



... 1899 
...18.99 
.18.99 



B 99 

i j 99 



ART & MUSIC 



Amiga Graphics Starter Kil 

Audio Master (3» - - 

Deluxe Music Con. Set 

Deluxe P*>-M (2) ~ 

Deluxe Paint (3) 

Disney Animation StudK) 

Masiersound - 

Protessional Draw (?) ~ 

Real Things - &rds 1 ft 2 

Real Things - Humans 

Real Things * Horses 

Sound Express 

The An Department 

Video Titter 3D (NEW 1 ,5} 

X Cad Designer 



UTILITIES 



BBC Emulator — 

Distant Suns -™» 

GB Route ~ — 

Gold DjsK Otlice 



24.99 
.,5499 
49.99 
...34.99 
.59,99 
....79.99 
.29.99 
.99.99 
...2399 
23 99 
.19.99 
...29 99 

54.99 

...79 99 
89.99 



39.99 
34 99 

29.99 

99 99 



SND.01 Soundtracker; Four versions 
ot this superb PD music program plus 
vanous music utilities' 
SND.02 Soundtracker 4; Alternative 
blue version, coupled with complete 
instruments disk" (2 disks: E3.99) 
ST1.01 to 08 Instruments; 100's on 
each disk, use with Soundtracker! 
STS.01 to 02 Samples; Superb 
sound samples, use with 
Soundtracker) 



X-COPY Protessional (3.1)... 
plus CYCLONE & Hardware! 



34 99 



Pagesetter (2) 

PRO Clips (Clip Art). 

Scrtoote Platinum 

Workbench 1.3 

Works Platinum 



.49.99 

19.99 

42.99 

14 99 

79 99 



AW.02 Workbench Plus: TV Text demo. 
Fractals. Virus X, Clptt, OMouse 
AW.03 Icons: 100's including: the amus- 
ing Naughty Icons. Ram icons. Musk; 
Icons ... plus Icon utilities 
AD.01 Walker demo 1; ammat«on o' Star 
Wars Walker (need 1Mb) 
AD.04 Probe Sequence: Simulation ol 
video pictures from an interstellar probe 
landing on an alien planet! 
AD.25 The Run; Superb 3D Car Chase 
AC.02 Pagesetter Art; 100's ol proles- 
sionai quality clip art pics 
AC.04 IFF Fonts; 30 screens ot high 
quality lonts plus surfaces. 
AS.22 Vlr; Complete set ot p-Oures Irom 
the very tunny Viz calender 



All prices Include VAT and FIRST CLASS POST! 
GUARANTEED RETURN OF POST DELIVERY ON ALL STOCK ITEMS' 



Cheque, postal 
orders or credit 
card facilities 
are available 



Access 




BYTEBACK 

DEPT STF. 6 MUMBY CLOSE. NEWARK, NOTTS NG24 1 JE 




PLAY THE INTERACTIVE 

TELEPHONE GfiME. 




you decide where RoboCop goes and what he does as he 
tries to track down the headquarters of Cain the Nuke 
King and his evil gang. You will even have an option to 
save the game using a personalised PIN number so that 

you can carry on where you left off when you call 
back at a later date (up to 6 months later). 

You are on a patrol. Its night. Old Detroit Is 
swarming with low life. Across the street you hear 
shouting. There's a smash of glass followed by a 
burst of gunfire. 

The most deadly mission RoboCop has ever undertaken 
has begun. What happens now Is up to you! 



ROBOCOP 1 1990 Orion Pkturei Corporation. 
Bit Righti Reserved 

( Calls cost Up per minute cheap rote and 44p per minute ot all other timet. If you wil not be paying for the call, please check with who does.) 



It s Detroit the future. The cops are on strike. The 

future of law enforcement is in the hands of 



Is it one machine! 

fin evil new designer drug called "Nuke" Is destroying 
the remaining fragments of civilised life. Only RoboCop 
stands in the way of the ruthless drug barons and this 
he faces a new enemy ... the incredibly powerful 
RoboCop 2. 

In this major new state of the art interactive telephone 
game, based on the smash tiK movie ROBOCOP 2. YOU 
become RoboCop. Using Touch Tone (the buttons on your 



THE 




Carver Home 
2-4 Carver Street 
Sheffield SI 4FS 



PIG IN A POKE! 



killed and when you come back 
to life you'll be invincible — but 
only if you hold fire down. 

First Hoversled Section 

Take the first left, next right, 
straight up and choose the 
middle route because it's the 
easiest to negotiate. 

Second Hoversled Section 

Second right, straight up and 
choose the far right route to get 
through. 

Third Hoversled Section 

Straight away turn to the left and 
then up. then take the first right, 
first left, straight up and choose 
the end one again to get through 
to the end. 



'N' 
PMmM 

It's been out a good while and 
you had the maps a while back 
but here's the cheat mode 
thanx to Andrew Styles yet 
again. 

Type in EVIL NEVER DIES on 
the title screen for infinite lives. 



A- 10 TANK KUIR 



A favourite aircraft of mine In 
real life and a dam fine Amiga 
simulation to boot. Along with 
his Lemmings codes, Phil 
Thompson of the ever-so- 
Welsh-sounding Bwcle In 
Clwyd sent in these tank- 
busting tips. 

1. Use the Rockeye on ground 
targets but follow in using the 
Avenger fire to finish off those 
you miss and targets nearby. 

2. Fly below 400 feet. 

3. Use the Avenger cannon on 
Hind helicopters and save the 
Sidewinders for MiGs. 

4. Always approach a target at 
speed setting 5. 

5. If attacking a SAM site, do the 
above then full speed and turn 
away dropping chaffs and flares 
as you go. Using Maverioks is 
preferable for a SAM s«te attack 
run but cannon is near 
immediately effective when in 
range and far less costly in terms 
of weapon use. 

6. Clear as many SAM sites as 
possible from the main area of 
conflict to create manoeuvring 
space for yourself. 



I - 



Choose the Flexible Attack 
weapon load, fly to the SAM sites 



to the East, slow to attack speed 
(5) and take out the 3 SAMs in 
turn. Take out the Atrium Building 
and Command Post using Laser- 
Guided Bombs (LGBs) and fly 
low otherwise you'll be attacked 
by a MiG. Head northwest and 
take out the 3 SAMs with 
Mavericks. You are then free to 
drop a Durandal on the airfield to 
complete the mission. 



a — 



Fly southwest and down the Hind 
helicopter and take out the SAM 
site. Fly West and remove Bravo 
bridge with a LGB, go northwest 
and take out the next SAM site 
and then use Rockeyes on the 
tank destroyers (this gives you 
some much needed time for the 
last task) Finally take out Alpha 
Bridge to complete mission. 

MISSION 3 — 



Choose the recommended 
weapon load. Take out tank 
destroyers to the east and fly 
south and take out the tank 
destroyers you'll come across 
there as well. Head north and 
take out the enemy artillery. 
Down the MiG when it arrives 
and then fly west when the SAMs 
have been taken out. Take out 
the supply dump and the 
surrounding SAMs to complete 
the mission. 



Choose the recommended 
weapon load. Follow Stokes 
when told about TBOs and take 
them out IMMEDIATELY in one 
pass (otherwise the sky is full of 
MiGs). After Stokes has taken 
out the SAMs surrounding the 
airfield, use Rockeyes and the 
Avenger cannon and take out all 
planes at the airfield. Don't allow 
any to take off or you'll lose one 
or both of your squadron aircraft. 
IMMEDIATELY fly south to the 
supply dump and take out the 
SAMs there. Your colleagues (if 
they're not ploughing a nearby 
field) will then bomb the supply 
dump to complete the mission. 



S - 



This is what you and your 
designer aircraft have been 
waiting for! Quite simply, take out 
every ground unit in this target- 
rich environment. Use Mavericks 
for the SAMs and Rockeyes and 
the Avenger cannon lor the rest. 
Not much strategy here except 
don't allow anything to leave the 
combat area via the south, keep 
using the map to locate the faster 
moving APCs and other vehicles 
and eliminate them. Only engage 
the mobile SAMs when clear of 
ground-based SAMs. 



Choose Close Air Support 
weapon load. Down the Hind to 
the north and pick off enemy 
ground units with Rockeyes and 
the Avenger cannon. Use the 
Avenger cannon to shoot down 
Hinds and use Sidewinders on 
MiGs. 



IS) 



Here's some POKES to 
complement last issue's lot. 

Load up the game, reset it as 
above and enter any of the 



following 



POKE 29034,189 (Return) — 
infinite lives 

POKE 29971.181 (Return) 
weapon loss Player 1 



— no 



POKE 30044.181 (Return) — no 

weapon loss Player 2 

SYS 16384 (Return) to restart 



'RoboCop without the metal 
head' returns to the tips 
section with the cheat modes 
thanks to Dan of The Stormin' 
Sales Curve. 

On the C64 version hold down 
the keys K Y L I and E to jump to 
the end of the level. 

On the Amiga version, log on at 



rSOUNO OFMUSK 

MUSIC DATA VALUES 

wi.h the MUSIC CO-ORD NAtor ' H n rH V , a,U8S 10 bB 

issue. Take II away, P Oe B! P ^ Prin,8d ,n ,he Jan "<"y 

^creases as'foHows 00 06 oc « 8 E^S™ 00 lhe ' aluB 



Name of Game P Q1 Q2 X1 X2 

APB 4E 20 31 A9 00 

fAuT E ^ NCE "- STORML 0«DII 
(All Levels) 4E 8D 31 A9 01 

E-MOTION 4E 20 31 A9 00 

LAST NINJA REMIX 
(All levels and 

loaders) 4 £ 20 31 A9 00 

NIGHTBREED 

gill; Tune) 4E 20 31 A2 00 
(End Tune) 4E 20 31 A2 00 

MIDNIGHT 

RESISTANCE 4E 20 31 A2 00 



Y1 Y2 

8B EE 

AO AD 

00 E0 



21 22 Range of X2 

B2 EF 00-07 

A2 AD 01-05 
09 E0 00-02 



00 40 03 40 



NINJA SPIRIT 4E 20 31 A9 00 
RICK 

DANGEROUS 2 4E 20 31 A9 00 

4E 20 31 A9 01 

4E 20 31 A9 00 



STRIDER » 

S.T.U.N. 
RUNNER 

SUMMER 
CAMP 

TILT 



74 AA 20 AB 
74 4F 1D 50 

85 E1 54 E2 00-30 (H) 

E6 A4 43 A5 00-08 

8C 63 51 5D 00-03 
34 86 3A 86 



*E 20 31 A9 00 
4E 8D 31 A9 01 



CC 43 6F 41 

93 77 06 73 00-04 
00 80 01 80 01-04 




ZZAIM WAY 1»>«J1 



6 5 




PIG IN A POKE! 



the start as DREDD and then 
type BRUCKEN PLAYING HERO 
QUEST with spaces between the 
words and a RETURN to follow 
and a Level Jumper Activated 
reply will come up. Start the 
game and press the HELP key to 
jump to the next level and on and 
on to the looooong end. 



Sheer Neo-Fascist Super 
Brutal Nashwan Deluxe 
Violence, as our Ed might say. 
I'd say 'Ice Cream' meself, but 
here's some Z2API tips for this 
excellent mix of diplomacy, 
discussion and destruction. 

1 . At the start, wait at most a 
second for the opponent to gain 
possession and then slide into 
them to regain the ball. When 
you've got the ball, throw H 
diagonally right/left-forward to the 
other advancing midfielder who 
can then go for either the 
Electrobounce or the Score 
Multiplier. 

2. Apart from the Goal the Score 
Multiplier is the most important 
device to go for as it affects all 
subsequent points gained. Even 
a multiplier value of 1 will boost 
your score by an extra half, 
advance your lead further and 
force the opponent to go for the 
Score Multiplier twice if he's to 
reverse the situation. Needless to 
say. a multiplier value of 2 is 
even better. If you want to pass it 
downfield past an opponent near 
the multiplier, then aim for the 
multiplier and the ball should loop 
over and past the opponent and 
knock up the multiplier at the 
same time. Best of all is getting a 
hotball and using it on the 
multiplier, when the ball exits it's 
still hot and will tackle any 
opposing players trying to 
reverse things. Also, once the 
multiplier begins to clock up the 
hotball increases the number of 
enemies it will tackle before 
going 'cool'. However if you're 
tackled and the enemy gets the 
hotball. then it goes down to its 
normal tackle power, not the 
increased number you get. A bit 
unfair methinks! 

3. The Score Multiplier can be 
combined to good effect with the 
Electrobounce and then shot at 
the Goal, but for the best points- 
scoring chances go for the 
Bounce Domes. If you get to the 
right distance away from one you 
can get a double bounce each 
time, sconng 8 points per 
bounce! Just make sure you're 



lined up correctly or it'll bounce 
off at an angle (use the pitch 
lines to line yourself up). The 
good news with this tactic is that 
you can throw the ball, bounce it 
off the dome and catch it again 
all within a second or so and then 
repeat the process again. The 
bad news is that the opponents 
can easily tackle you. It's a good 
idea to use this tactic while facing 
away from the opposition's goal 
as you can step aside before 
being tackled and if the Goalie 
moves then the ball goes in. The 
computer teams very rarely go 
for the Bounce Dome so use this 
tactic against them, and against 
any unsuspecting human player 
to gain BIG points! 

4. Getting the opposition's men 
sent off is well worth it: go for the 
Goalie if you can. either him or 
the Centre Forward who tackles 
the ball at the start. Apart from 
the point bonus gained from such 
a foul tactic this also decreases 
the opposition's Team Power as 
a whole and forces the 
opposition to waste hard-earned 
cash upgrading the Subs as well. 
If you're next to the 
Electrobounce and one of the 
opponent's men is coming up to 
get you then move back and fire 
at the Electrobounce as he gets 
to you. The ball will electrify, 
bounce back and knock him 
over, go for the Electrobounce 
again before he gets up and you 
can repeat this until the opponent 
is knocked out of the match. 

5. The Warp Gates have hidden 
potential, if you throw the ball 
through at an angle it'll emerge 
on the diagonal and can often roll 
through into the goal after 
disorientating your opponent into 
making a wrong move. 




And here's some last minute 
tips from Vektor Grafix and 
yours truly to get you going. 
Type in the Assignment code 
to get to the Assignment you 
want to tackle. When you're 
interrogating the prisoner 
select the question to ask 
based on the number in the 
tips (eg (Ask 3.2) means ask 
question 2 after first asking 
question 3). 

Assignment 1 

No password needed to have a 
crack at this one. The 
Assignment involves netting 
three droids (one of which is a 
surveillance droid) and then 
returning them to the station. The 
droids are wandenng the 
Telegraph/Russian Hill. Nob Hill 
and Manna District areas but the 
one droid you want is in the Nob 
Hill area which saves on wasting 



2 nets and PUPs. Put a PUP in a 
dead end as the droid can 
destroy it if it wanders into it. Drift 
along behind the droid and wait 
until it has turned a comer before 
netting it. 

Assignment 2 — AQWTG7EX 

One net was accidentally wasted 
in Assignment 1 by me (hence 
the net number is 8 at the start of 
the assignment) but this 
shouldn't pose any problems if 
you follow the tips. Although 
there are two hover vehicles in 
the Chinatown area you only 
need to capture Grenco and PUP 
him back to HQ. Grenco's 
bodyguard Rico can be disposed 
of. Put down a PUP in the centre 
of Chinatown and get out there! 
Rico is often providing air cover 
above the cloud thus Grenco is 
down below somewhere — get 
close to Rico and then dive down 
and lock onto the other target. 
Grenco is often to be found on 
the ground collecting protection 
money — net him and PUP him 
— occasionally the net isn't 
heavy enough to hold him so 
follow him to where he lands 
again and quickly get out and 
arrest him. Rico isn't a problem 
as his firepower is light — once 
Grenco is done, fly up above the 
cloud and machine-gun Rico. 

In the Interrogation Room ask 
Grenco 'What are the Angels 
planning?' (3) with five years off 
the sentence to tempt him to talk. 
Then ask 'Where did you get 
your hoverbike?' (3.2) with 
another 5 years off and Grenco 
blabs about Henri Le Clerc. 
Finally ask him 'Where is he 
now?' (3.2.2) with a 6-year-off 
tempter to talk. 

Assignment 3 — 24WTGDE2 

No surprise to learn that Henri Le 
Clerc is the next bad guy to 
apprehend and he's in a van 
scooting around Chinatown. Put 
a PUP in the area and go to it. 
The van fires at you when you're 
close but damage is only slight: 
get in fast and net it and then 
dispose of air cover if you want 
I — easy enough. 

Ask Henri 'Who do you sell the 
bikes to?' (3), with 'Do you ever 
sell on other terms?' (3.2) next 
(take 8 years off his sentence to 
make him talk), then ask Who 
did you last deal with?' (3.2.2) 
with 10 years off to make him 
confess all. 

Assignment 4 — QX4TGOE9 

Get ready to test your arcade 
skills in this Assignment as Cody 
the Axeman is preparing an 
aerial assault on Station 3. As 
soon as you launch you'll see the 
fighters in the distance — go 
down to pick up a nel and make 
sure you have a net positioned 
nearby station 3 (in the area 
between Chinatown and 
Financial Area). It's tempting to 
net Cody's dark grey fighter first 



and tackle the others at your 
leisure but if you get the fighters 
out of the way first then Cody 
ceases his attack on the station. 
Once he does this get in REAL 
close and stay with him, 
eventually he'll come to a hover 
next to you and then's the time to 
net him. Follow him down and 
arrest him, 

Back at base, ask Cody What 
were your plans after destroying 
police station 3?' (2). Then ask 
"What were you going to do at 
church?' (2.2) with 8 years off 
Cody's sentence. Finally knock 
10 years off Cody's sentence and 
ask him 'What did this friend want 
to do?' Well done, four missions 
done, six to go! 

Assignment 5 — 32XTGDC7 

Good luck as you've only got 120 
seconds to find the bomb planted 
near one of your stations and 
because I'm kind (and because 
Vektor told me) I'll reveal the 
location. Immediately head for 
station 3 and locate the light grey 
skyscraper right next to it, dive 
down between the two buildings 
into the cloud and there it is. Get 
out and pick it up, get in your 
hoverbike and go to full throttle 
and head seawards (drop the 
bomb at the very latest 10 
seconds before detonation. 
Timing is everything in this 
mission, so much so that I 
haven't quite managed to 
complete this mission yet! As I 
said good luck! 



CLOUDY SIDE DOWN 

And as the clouds blot 
out the sun and the 
rain begins its 40 
day/niqht deluge I'm 
preparing myself for 
the flood of Xurrican 
2 maps/tips /music 
listings etc etc. Get at 
it, you lot in reader 
land. On the cards we 
have the lowdown 
and the highdown on 
Back To The Future 3, 
mighty-mega stuff on 
Mighty Bomb Jack, 
deadly disco data on 
Shadow Dancer, spe- 
cial Swiv solutions, 
maybe the heat might 
bring out some Navy 
SEALs maps along 
with the game. By 
then it might well be 
winter but at the mo 
it's nearly summer, 
the heatwave Is in 
full flow and there's 
no Cadbury's Feasts — 
a choc ice, a choc See, 
my kingdom for a 
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ADVERTISEMENT 



WIN A 
SUZUKI 

50cc JUNIOR 
MOTORBIKE 






WIN THIS HOT 

EIMDURO RACER 

ARfADF GAME! 



NOW YOU CAN EXPERIENCE THE 
THRILL AND EXCITEMENT OF 
HIGH SPEED OF F ROAD ACTION! 

THE ENDURO RACER SIMULATOR 
ARCADE GAME IS THE CLOSEST 
YOU CAN G ET TO THE REAL THING! 

FLY OVER JUMPS, POWER AROUND 
THE BERMS ...IN A DARING BID 
TO WIN THE RACE! 



TO GET YOUR HANDS 
ON THE BARS CALL . . 




n 



0898 224872 



WIN THIS AWESOME QUAD 

VOU COULD WIN THIS 
SUZUKI LT50J 
JUNIOR QUAD! 
IT HAS A 50cc 
PETROL ENGINE 
AND CAN BE 

RIDDENBY _ r „ 

ANY CHILD I *■ 
OVER THE AGE l^M «t 

OF FIVE! CALL . . 

0898 224873 



it 



rAl I <; COST 33d (CHEAP RATE) AND 44p (AT ALL OTHER TIMES) PER MINUTE INC VAT. 

for mt/ul^oV winners* end an sae to'pepperon, ltc tP c .box ^Xs^mms 

PLEASE ASK YOUR PARENTS' PERMISSION BEFORE YOU CALL AS THE AVERAGE CALL LENGTH IS 5.5 MINUTES. 



ZZAPiTEST! 





* Shodow Dancer is ambushed by three vicious terrorists — maybe he should set his faithful dog onto them. (Amiga) 




If I see another 
ninja in o gome I 
may possibly go 
slighriv mod - it's a 
crowded martet 
with each succes- 
sive game offering 
little over the rest. Luckily for 
Shodow Dancer the four- 
legged friend works well and 
boosts the limited depth and 
originality of gomeplay on 
both mochines. Having multi- 
ple levels per C64 load restricts 
the sophistication of the graph* 
ics in eoch stoge but there's still 
great shading, a good parol* 
(ax scroll in places, and a 
superb bonus game. I'm not 
quite so enthusiastic about the 
Amiga game technically, if 
doesn't make quite as good 
use of machine since ifs Basi- 
cally on ST port. However, for 
once the ST game seems quite 
excellent. The sprites are nice 
and big, there's good attention 
to detail and nice graphical 
variety, plus there's a great 
soundtrack. The Images pro- 
gramming team did a great 
job with 16-bit Ninjo Spirit and 
Shodow is no less impressive. 
On both machines Shadow is o 
sequel which improves over its 
predecessor ana is o good -to- 
great conversion of the coin- 

op- 



went from here. The concourse, 
cargo loading area and inside a 
speeding aircraft form the three 
airport stages: the first two 
contain plenty of bombs, all of 
which need to be collected 
before the stage can be 
finished. The third stage sees 
the Shadow Dancer go head-to- 
head with a giant shogun 
throwing fireballs. Defeat him 
and a bonus stage begins. 

Shadow Dancer stands at the 
base of a tower, down which 
are leaping hordes of enemy 
nmjas. In this first-person 

The interlevel bonus stoge: throw shurikens ot the ninjas which leap 
down from storey to storey. (C64) 



• US Gold, C64 
£ 1 0.99 cassette, 
£ 1 5.99 disk; 
Amiga £24.99 

Terrorists have launched a 
massive, co-ordinated 
strike against America 
with hundreds of crack soldiers 
Invading Florida. This awesome 
combat force has infiltrated 
numerous civilian 
establishments and planted 
explosives, making a 
conventional military response 
impossible. So it's time to call 
Shadow Dancer, the 



eponymous hero of Shinobi 
who rescued a group of 
hostages from a vicious street 
gang in downtown LA. Saving 
Florida is a more formidable 
challenge, but fortunately he's 
now got a snazzy new 
nickname and a secret weapon: 
a vicious pet dog (which on the 
Amiga shrinks to chihuahua- 
size when hit!). 

The terrorists arrived on a 
civilian airliner which landed at 
Miami airport and was promptly 
seized, then wired with 
explosives. Shadow Dancer 
starts here, aiming to defeat the 
terrorists and learn where they 




Like most recent coin-ops S/todow Dancer doesn't offer 
much in the way of originality, but brilliant graphics 
pocked with variety made it a big hit for Sega. Contrary 
to the ninja theme the game isn't really a beat- 'em -up, 
it's closer to Green Beret than Double Dragon wrth our 
hero using a limitless supply of shurikens to hurt at the 
terrorists. Both computer versions play much the same: 
as you yomp on, numerous traps are sprung, mostly consisting of a 
couple of guys firing at you. Dodging the bullets, then springing for- 
ward to take them out requires lightning-fast reoctions, excefient tim- 
ing and good tactical sense. It's familiar stuff, although the dog is an 
amusing innovation, often vital for distracting on enemy. 

Initially the game seems much too tough and only by heavy use of 
mogic can you progress — however, with practice it becomes easier 
Using a cheat we were able to play through the entire gome and 
were alod to see some development of the simplistic early levcJv A 
woterrall level where you have to jump from ledge to leoge, and a 
big level where exploration is vital to find the exit odd much needed 
variety- On top of this you have some impressive mega-monsters to 
take on. including a bullet-firing train ana a giant omaxon woman, 
eoch with their own novel attack tactics. Then there's the bonus level, 
superbly presented for both versions, and great fun. 

The C64 version makes especially good use of the machine, pack* 
ing three varied levels per load, plenty of impressive background 
graphics including a parallax scroll particularly impressive on the 
moving train stage* The Amiga version is similarly impressive, 
although ifs an ST oort and there's no parallax scroll, the characters 
are big, look good and move realistically against some nice back- 
grounds. Also, the Amiga game has a bit more complexity an some 
stages, including one where you jump into the screen slightly to fight 
for some bombs. Although the basic game is a little limited, first class 
presentation, good variety and a terrific end-game sequence (on the 
C64 particularly) means anyone still fond of ninjas wiH love this. 





perspective scene you have 
control of Shadow's hand and 
must kill the ninjas before they 
get all the way down the 
building. Succeed and bonus 
points, magic and credits are 
awarded. 

The next mission sees 
Shadow going after the supply 
route the terrorists have set up, 
including a railroad (battle on 
top of a speeding train), bridge 
and freight station (fight a 
train!). It's here that enemy 
ninjas make their first real 
appearance, jumping onto the 



screen and using their staves 
to deflect your shuriken. Hang 
around too long and yet more 
ninjas arrive. On the Amiga this 
mission has an extra level Due 
to memory restrictions 
programmers have redesigned 
the C64 game so it's made up 
of five missions, or loads, each 
with three stages. The Amiga 
game is the same as the 
arcade, with four missions but 
the same number of stages. On 

* With ninjas and terrorists to deol 
ride on mis train. 



fC64] 



* Shadow leaves hit dog behind for one-on-one confrontations with 

superboddiei — this one bounces deadly bold in his direction, (Amiga) 
both versions later missions 
bring a factory, sewers, 
waterfall and a shuttle base 

The main game, where 
Shadow is collecting the 
bombs, usually boasts 
multidirectional scrolling with 
our hero capable of special 
leaps to jump onto higher 
levels. His weapon is basically 
an unlimited number of 
shurikens which can be thrown 
from a crouching, standing or 
leaping position. They can't be 
fired diagonally, so winkling 
out machine-gun-armed 
soldiers beneath you can be 
difficult. If you don't want to 
risk leaping between his 
bullets you can hold down fire 
to send your dog on the attack. 
Baddies can't fire while he's 
savaging them, allowing you to 
get close and kill them. If you 
take too long the dog Is 
wounded and unable to attack 
for a short time. Another 
weapon is magic, a smart 
bomb activated by the space 
bar which kills everything on 
screen (except mega-monsters 
which can take several magics 
to die). 

with. Shadow Dancer's in for a rough 



PRESENTATION 86% 

Rapid multiloadmg good intro and 
outro. 

GRAPHICS 83% 

8kj mam sprites weJI animated with 
voncd. imaginative background* 

SOUND 85% 

A voned soundtrack including plenty 
of tune* plus some good fX sampled 
trom the to*n -op. 

HOOK ABILITY 81% 

Tough, bur relative simplicity make* n 
eosy to got into. End-level confronta- 
tions, bonus sections and general 
vohety provide a strong nook. 

LA STABILITY 85% 

Fifteen varied stage* provide a sub- 
stantial challenge. 




A top notch conversion of a populor 

coin-op. 




PRESENTATION 90% 

Sensible mulhload with three stages 
per lood plui ihort bonus level load 
where continue- plavs can be earned. 
Nke intro lood outlining all the mis- 
sions, plus greot end game sequence. 

GRAPHICS 85% 

Good throughout, with nice sprites, 
varied backgrounds and good magic 
effect. Bonus screen it grrct. 

SOUND 59% 

Okay intro tune, effective in-game FX. 

HOOK ABILITY 81% 

lough, but simplistic opening ensures 
good hook ability* 

LA STABILITY 85% 

A massive challenge with Fifteen var 
*ed stages 




CM* 



A slick, varied shoof-'envup pocked 
with testability 
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PREMIER MAIL ORDER 

Titles marked ' are not yet available and will be sent on day of release. 
Please send cheque'PO/AccessA/isa No. and expiry date to: 

Dept ZP05, Try bridge Ltd, 8 Buckwins Square, Burnt Mills, Basildon, Essex, SS13 1BJ. 

Please state make and model of computer when ordering. P&P inc UK on orders over £5.00. Less than £5 and Europe add £1 .00 per item. 

Elsewhere please add £2.00 per item for airmail. These offers are available Mail Order Only. 

Telephone orders: 0268 590766 Fax: 0268 590076 
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uur 7 i a m 


vr 


16 99 


Utaaw 


16 00 


i\.V'~fi\* 1999 


Ar^#^ F<5 


19» 


AlngeiiMegl 


_t*M 


A\z&a# 


599 


«ur u— — ™ 


— ^..M 


WcrfPack . _ _ 

Woriderteno- _ 


. u 1MB 

1999 


AWdQa«Lejtferb^art_ 


699 


k\*a^ o* Tit De^on i 
xe«omorp'i2* 


1999 

1699 


XeflOB2llBgafiM 


1599 


ZenyGrjrl 


799 


£Out m — * _ 


* 1399 



Quickjoy Jetfighter 
£10.99 

Cheetah 125+ • 
£6.99 

Comp Pro Extra - 

£14.99 
Quickjoy 2 Turbo - 
£9.99 

Quickshot3Turbo- 
£9.99 



AMIGA A500 
SCREEN GEMS 
PACK 



Nightbreed. 
Days of Thunder, 
Back To The Future 2, 

Deluxe Paint 2, 
Shadow of the Beast 2 

wet £369.99 



SPECIAL 



TURRICAN 

AMIGA 
£7.99 

C64 CASS 
£3.99 



E.A. SPECIAL 



Amiga - Only £7.99 
Each! 

Bards Tale 2 
Powerdrome 
Zany Goff 
Interceptor 
Ferrari Formula 1 
Hounds of Shadow 
Swords of Twilight 
Keef The Thief. 



■ 



PREMIER MAIL ORDER 

64 + AMIGA 



»W3 

4 SOCCER SIM 
4"4 OFF ROAD 
720 

ACE W 
AFTERBURNER 
ALIEN U S 
AftKANOK) 2 
BARBARIAN 2 

BATMAN CAPEO 
CRUSADER 

B*G trouble in 

UTTIE CHINA 
B*GFOOT 

ttONIC COMMANDO 

BLAZING THUNDER 

BLCOOWVCH 

BUGGY BOY 

C J ELEPHANT ANTICS 

CAllfORNU GAMES 



CBM 64 

Cass Disc 



£2 99 
£299 
£2 99 
£2 99 
£2 99 

i i h 

£2 99 

ii n 

£2 99 

£2 99 

£2 99 
£299 
£4 99 

OM 
C2JN 



CHAMPIONSHIP 






BASEBALL 


U 


99 


CHAMPIONSHIP 






BASKETBALL 


U 


99 


COMBAT SCHOOL 


tl 


99 


CONTINENTAL CIRCUS 


£2 


99 


COUNT DUCKULA 


a 


n 


CRAZY CARS 


a 


w 


CRICKET MASTER 


£2 





CURSE OF THE 
AZURE BONOS 

CYBEftNttO £299 

DELTA £399 

DIZZY COLLECT tON £6 99 

DOUBLE ORAGON £2 99 
DRAG CM STRIKE ' 

DRILLER £2 99 

EMPIRE STRIKES BACK £299 

FAWTASY WORLD DIZZY £2 99 

FAST FOOD DIZZY £2 99 

FRANKENSTEftJNR £2 99 

FRUIT MACHINE SIM 2 £2 99 
GAMES WfNTER 

EDITION £2W 
GARY UNEKER 

SJPERSKILLS £2.99 

GAUNTLET 2 £299 

GHOSTS ANO GOBLINS QM 

GRAHAM GOOCH £2 99 



C T6 99 



£1*99 



GREAT ESCAPE 


£2 99 


SUPER CYCLE 


£2 99 


GREEN BERET 


£2 99 


SUPER SCRAMBLE 


£399 


GRYZOR 


£2' 


» 


TARGET RENEGADE 


£299 


GAUNTLET 


£2 


39 


TECHOCOP 


£399 


GUARDIAN ANGEL 


£2 




THE WOMBLES 


£2 99 


HEAD OVER HEELS 


£2 


N 


THEATRE EUROPE 




HUNTERS MOON 


£3. 


» 


THOMAS TANK ENGINE 


£2 99 



HUXLEY PIG 
«♦ 

tKARl WARRIORS 

IMPOSSIBLE MISSION 2 

INFILATOR 

JACK THE WPPER 

JACK THE NIPPER 2 

JOYSTICK THUNDER 

KAMIKAZE 

KWKSNAX 

LAST \ \ ,A 

LEADERBOARO 

COLLECTION 

UTTLEPUFF 

LOTUS ESPRIT TURBO 

CHALLENGE 

MAGiCLAND DIZZY 



□ M 



C2« 
£2 99 
£299 
£299 
£4 99 
£299 
£299 
£2 99 

£499 
£2 99 

£7 99 £10.99 
£2 99 



UATCHDAY 2 
MERCENARY 
MIAMI VICE 
MIG 29 

MONTY ON THE RUN 

NEMESIS 

OLLIE AND USSA 3 

OUTRUN 

PAPERBOY 

PASSING SHOT 

PTTSTOP2 

PLATOON 

POOL OF RADIANCE 
POPEYE 
POSTMAN PAT 
POSTMAN PAT Z 
PREDATOR 
PREMIER COLLECTION 
PRO BOXING SIM 
PRO TEWS 

pub trivia 
punch and judy 
quattro adventure 
ouattro Arcade 
quattro combat 
ouattro power 
ouattro sports 

OUATTRO SUPER HfTS 

QUEDEX 

RAM60 3 

RASTAN 

REAL GHOSTBUSTERS 
RENEGADE 
RETURN OF THE JEtfc 
ROAD RUNNER 
ROADBLASTERS 
ROCK STAR ATE MY 

HAMSTER 

RUN THE GAUNTLET 
SALAMANDER 
SIDE ARMS 
SILKWORM 
SKATE CRAZY 
SOOTY AND SWEEP 
SPY HUNTER 
STAINLESS STEEL RAT 
STAR WARS 
SUMMER GAMES 
SUPER CARS 



CBM 64 

Cass Disc 



ea h 

£2 99 
£2 99 
□ M 
£2.99 
£2 99 
£2 99 
£399 
£299 
£2,99 
£2 99 
T2 99 



SALE 



SALE 



SALE 



£2 99 
C2 99 
£2 99 
ClftM 

tm 

£2 99 
£2 99 
£299 
£2 99 
£2 99 
£2 99 
£2 99 
E3 M 
BJ9 



£16! 



£1199 



£2 99 
£199 
£2 99 
£2 99 
£2 99 
E2 N 
£299 

£299 
£2 99 
£2 99 
£2 99 
£2 99 
£2 99 
£2 99 
£2 99 
£2 99 
£2 99 
£2 90 



H EUfl 



t * D N 



THUNDE RBLADE 
TIGER ROAD 
TILT 

TOP GUN 
TRAPDOOR 1*2 
TREASURE ISLAND EKZZYI2 99 
ULTIMATE GOLF 
7IGJLANTE 
WACKY DARTS 
WEC IE MANS 
WWTER GAMES 
WIZARD WILLY 
WlZBALL 
WORLD GAMES 
WONDERBOY 
X-OUT 
XENON 



£3 99 
£3 99 



£999 
£399 
£2 99 
£299 
£2 99 
£2 99 
£2 99 
£2 99 
£299 
£3 99 

ea 99 



£1399 



X-OUT 

C64 CASS 
ONLY £3.99 



BL00DWYCH 
C64 CASS 
ONLY £4.99 



JOYSTICK THUNDER 
ELIMINATOR, 
CYBERNOID 2, 
LIGHTFORCE, 
URIDIUM, SNXION, 
EX0L0N. 
C64 CASS 
ONLY £4.99 



CARRIER 
COMMAND 

AMIGA 
ONLY £7.99 



OP WOLF 



£5.99 



DALEY THOMPSON 
OLYMPIC 
CHALLENGE 
AMIGA 

£5.99 



STEVE DAVIS 
SNOOKER 
AMIGA 
ONLY £7.99 



HAMMERFIST 

AMIGA 
ONLY £7.99 



NASKHA MOUSE 

AMIGA 
ONLY £22.99 



STEREO 
SPEAKERS 
AMIGA 
ONLY £29.99 



SPECIAL 

OFFER 



1/2 MEG 
UPGRADE 
£29.99 
1/2 MEG 
UPGRADE WITH 
CLOCK 
£32.99 



KICK OFF 2 
DATA DISCS 



FINAL WHISTLE 

£8.99 
SUPER LEAGUE' 
£9.99 
WINNING TACTICS- 
£5.99 

RETURN TO EUROPE- 
£7.99 

GIANTS OF EUROPE - 
£7.99 



AVAILABLE 
NOW 



MONACO 

AMIGA -£16.99 

64 - CASS £7.99 
DISC £10.99 



COMING 
SOON 



MIDWINTER 

AMIGA ONLY 
£19.99 



JUST 



AMIGA 

GODS 

£16.99 




o::tv z2 oph 





AL VIEW 1 



* As the Stealth bomber burns, the hovercraft ond fighter rely on your 
gunship to protect them from further attacks. 





s 








* The HQ screen where you can arm 
can be active at once. 

• Psygnosis, 
Amiga £24.95 

tiring superpower 
arms reduction talks a 
small, previously 
Ignored nation 
launches an insane nuclear 
attack which uncontrollably 
escalates into World War III. 
Only a handful of humans 
survive the resulting 
devastation: the governing elite 
who hid in their underground 
nuclear shelters (hence their 
name, the Sheltered Ones) and 
others who survived above. 
Feeling terribly embittered, the 
latter form a resistance 
movement to stop the 
Sheltered Ones re-establishing 
control. In secret they begin the 
development of a powerful 
laser cannon which can use a 
geostationary satellite to 
bounce its beam down to 
vaporize the Sheltered Ones. 



up your vehicles — up to six of which 

This elite soon learn of the 
laser weapon and plan to 
reassemble an old neutron 
bomb to destroy it. The bomb is 
in five pieces stored separately 
for security reasons. As the 
resistance hurry to complete 



r 



▼ 

IT¥| 
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Armour Ceddon offers the sort 
of huge, open-ended challenge 
that should keep most ardent 
warmongered happy for 

weeks, probably months. Ifs 
up to you to organize your 
resources lo produce the 
important hardware, then 
work out what objectives you'll 
go for, planning tactical strikes 
to moke success possible. 
Unlike Carrier Command, 
which sneakily divided its vast 
mop into tiny islands and soon 
got repetitive, Armour's giant 
warxone is all pretty much 
accessible. The multifoceted 
challenge takes some thinking 
about: do you go for a neutron 
bomb piece first or instead 
concentrate on gathering min* 
erals? It's a big challenge and 
compulsive. 

For the first few days, 
though, everyone is simply 
going to be messing around 
with the vehicles which look 
great and come with their own 
unique handling characteris- 
tics. Then there's the weapons: 
missiles are easy, but getting 
the timing right for bombs 
takes practice. And of course 
days can be spent using the 
vehicles together it's great 
how you can Hick instanta- 
neously from one to the other, 
and the 3-D is superb. Objects 
are a little blobby at long 
range, and there's no light- 
sourcing shadows, but the 
variety and speed is excellent. 
Atmosphere is further 
enhanced by a great range of 
sound FX, all rising and fading 
in perfect relation to the close- 
ness of various vehicles. 




* The hovercraft flees before an attacking enemy jet, A great detail is how 
(he tail fins move for turns* 



)ust one bomb part). In either 
case you'll face an enemy 
armed with fighters, tanks, 
helicopters and a whole lot 
more. Theso craft are 
generated by buildings which 
can be knocked out. 

The overall game essentially 
consists of five principal tasks: 

1) Assigning scientists to 
research vehicles, weapons 
and special weapons. Then 




once you have the blueprints, 
dividing up your engineers to 
produce the most important 
Choosing priorities can be 
critical 

2) Finding and bringing back 
various mineral deposits vital 
for constructing machines. 

3) Completing missions, 
which essentially means going 
to set locations to pick up and 
bring back elements of the 
Neutron Bomb.* 



4) Extending the power 
build-up time of the beam 
weapon by finding and 
destroying its powerlines. 

5) Fire support. Chiefly using 
the various aircraft to take out 
enemy generators close to your 
base, or the routes taken by 
your ground vehicles. 




C64 UPDATE 

No plant at yet, but with Bottle 
Command tmmment it's not impossi- 
ble. 



PRESENTATION 94% 

biiprv»ive roy traced intra, 
iave/lood/ format diti option*, train- 
ing, single mi»k»n or campaign 
option, five saved gomes, choice at 
k«ryv joyjtK I or mouse. Superb mulrt- 
playc-r mode with a seiial link 
between two Amiga*, or an Amiga 
and o ST. 

GRAPHICS 92% 

Excellent 3-D wstom, combining plen 



ty of detail with high-speed move 
ment. Good 'lading to night' effect 
ond vehicles are great, 

SOUND 88% 

No monitor *i halting rock track, but 
instcod a iuppHative range of FX with 
perfecNy varying volume levels 
according to distance. 

HOOK ABILITY 96% 

Forget the game's sophistication, the 
desire to me is around with all those 
diHcreni vrthicle* is utterly compulsive 

LA STABILITY 94% 

A tough, open-ended challenge. 



devices include night-sights, 
drop tanks, cloaking devices, 
fuelpods (which can be 
dropped on out-of-fuel 
vehicles) and telepods. The last 
is critical, you can have up to 
six in operation to 
instantaneously teleport 
vehicles between them. 
Telepods can only be carried 
and dropped by the Stealth 
Bomber 

You can choose either to go 
lor the complete game or single 
missions (where you go after 



I'm not normally very keen on 
complex simulations, but 
Armour-Geddon is very user- 
friendly and easy to pick up. 
What first attracted me to the 
game was the ability to try out 
all the vehicles which all nave 
a totally different feel. But I 
soon realized that this was 
much more than a glorified 
flight sim. As well as standard 
missions, there's a lot of long- 
term strategy in searching for 
all-important minerals to pro* 
duce weapons, giving air sup- 
port to your own ground 
vehicles and knocking out 
enemy installations and pow- 
erlines. And unlike most com- 
plex strategy games you get to 
do everything yourself — in 
fact, wilh so many pressing 
matters iKs hard to decide 
what to do first But don't be 
put off by the enormity of the 
challenge: Armour-Geddon is 
great run to play and well 
worth a look even if, like me, 
you wouldn't usually touch mil- 
itary sims with a long-range 
missile! 



Psygnosis's first Foray into simulations is remarkable on three points. 
Firstly, it has the speed and graphic detail to match the likes of 
Fakon together with six vehicles essential for completing the game 
rather than just fancy extras. Secondly, there's the depth of play 
which really does involve some serious strategic thinking. 
Researching weapons, exploring the land, using the right vehicles in 
the right situations (often two or more at once!} and coping with an 
increasing enemy onslaught are all very strong parts of the game 
and prove as demanding as learning to fly the helicopter (no mean 
feat when under fire). In some places the landscape isn't particularly 
overflowing with graphics to look at but there's o lot more to 
Armour Geddon than shifting masses of polygons at speed. Geddon 
can ond does do this anyway but for once there's a game behind the 
simulation and that means top marks from me. 

'And the third point?' you cry, well let's just say Phil loved Armour- 
Geddon so much, prying the joystick from him took real courage. A 
truly remarkable combat sim! 



Great fun! 
//Al 1 ! MAY i*j*m I 7 3 
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Vektor's graphics just get better and better, but this time 
there's a novel concept too* The kko of exploring o dev- 
astated city is a strong one and looks stunning with all 
the buildings turned on (albeit at the cost of a dramatic 
reduction in speed). Intelligent adversaries provide a 
good challenge with plenty of mission variety — watch 
out for the perp who sneokily leods you towards build- 
ings in the murk; check out the all-out arcode oction in Assignment 
Four with four heavily armed hovertwkes! The interrogation is admit- 
tedly o sideshow to all the 3-D oction but if* thoughtfully done, con- 
necting each Assignment and keeping the overall story moving 
along. For the atmosphere alone this game is great! (And see my tips 
in the Piggy section.! 



* Placing PUPs and nets prior 



THE KILLING CLOb 



• Imageworks, 
Amiga £24.99 

sl century San 
Francisco has come 
jkKM I I under siege from a 
mysterious smog which has 
earned the name Killing Cloud 
by poisoning thousands. With 
the smog has come the Black 
Angel gang and rumours are 
rife that the two are connected. 
It's the responsibility of the 
police to find the connection 
and provide a solution. But as 
the department's newest recruit 
you're only too aware of how 
limited its resources are, A 
handful of hoverbikes provide 
law and order only for those 
rooftops that break through the 
smog. 

With the confidence of youth 
it's your determination to free 
the whole city, a task which 



involves ten missions. Once 
you go into the smog infra-red 
goggles are vital to see in the 
darkness, and for aiming your 
machine guns and cannon. 
Suspects wander the myriad of 
city streets and do their best to 
evade the Police; which is 
where nets (for capturing the 
perp) and Pick-Up Pods (PUPs 
— automated police wagons) 
come in handy. After scanning 
the map for the criminal's 
location you position nets and 
PUPs in the area. You then fly 
In, pick up the nets and, if all 
goes to plan, capture the 
suspect and call a nearby PUP 
to take him back to the station. 
The problem arises when you 
land to arrest the suspect: your 
time limit in the smog is limited 
to 20 minutes with a life 
support suit (20 seconds 
without!) and it's all too easy to 



* Infra-red is vital in the smog; here the hoverbike hunts for a surveillance 
droid. This Tourist mode' view shows all the buildings at the cost of 
sluggish movement. 



lose your hoverbike in the 
smog, or see it destroyed by 
the Black Angels. Another 
worry Is that fuel, nets and 
PUPS are limited — run out and 
you're out of the force. 

The first of the ten 
assignments serves as an 
introduction to the game — 




interrogation room where you 
can extract information in 
exchange for a few years off 
the prison sentence. Extract 
enough information within the 
time limit and it's off to the next 
assignment, leading you further 
into the Killing Cloud and its 
mysteries. 



Cloud draws obvious inspiration from Blade Runner with 
its cyberpunk static screens and flying police vehicles. So 
for, so good but the densely detailed heart of o city pro- 
vides a tough challenge for anyone's 3-D and CJoocfs 
urban setting is a bit barren with the detail turned off for 
speed. Nevertheless the hoverbike itself is superb, as are 
me other vehicles which behave with real intelligence. 
Pursuing the oerps recalls Resolution Wh but Cloud is far superior in 
graphics and qameplay. Ambitious, innovative and intriguing Cloud 
has its flaws, out for anyone interested in the theme it provides on 
utterly compulsive challenge* 



three droids are wandering 
Chinatown and one of them is 
an Angel surveillance droid 
which you've got to pick up. 
Simple enough so long as you 
don't collide with the buildings! 
In assignment two the 
suspect's a human with a nifty 
hover vehicle. 

Successfully capturing a 
criminal leads to the 



C64 UPDATE 

No plan* as yet . 




»TQUN 

mt_ view 



PRESENTATION 86% 

Manuol includes novella and 26-poge 
comic, good password witam and 
croft left oft scene. Superb external 
view* but only above average presen- 
tation screens including crime file 
showing oft 3 D images. 

GRAPHICS 92% 

Good variety in Hie buildings below 
the cloud and the external views ore 
stunning. 

SOUND 81% 

Main lune in the ToHxl Recall style but 
not quite a* moody — brilliont effects. 

HOOK ABILITY 85% 

Takes a few goes of Assignment 1 to 
wodt out what to do but the otmo- 
sphere draws you in. 

INSTABILITY 87% 

Variety and good use of the Password 
System Itecps you playing — along- 
side the Assignments there's a strong 
secondary challenge to be os efficient 
as possible with me nets and PUPs. 
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SUPEREXCELLENT 



SOFTWARE 



ALL AVAILABLE FOR SPECTRUM COMMODORE AMSTRAD £2.99 EACH 
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FROM ALTERNATIVE 



FRIENDLY LEARNING 



m 



AN 




Friendly learning software has 
been programmed by some of 
the country's top teams and 
incorporates many of the 
features that one would expect 
to find in a high quality game. 
0 Strong character license 

• Parents guide with easy to 
follow instructions • Excellent 
educational value * 
Professionally programmed , 

• Ffts in with the National 
Curriculum * Competitively 
priced • Brightly colour coded 

• Special child-safe plastic 
packaging • Special pack of 
fun educational cards with each 
,i„e 



fa 



EDUCATIONAL SOFTWARE 



THE 4 MOST RANGE 



CONTAINING 4 GREAT GAMES 
ON ONE CASSETTE ALL FOR 



£2.99 




ALTERNATIVE SOFTWARE LIMITED 



UNITS 5-7 BAtLEYGATE INDUSTRIAL ESTATE, PONTEFRACT, WEST YORKSHIRE WF8 2LN. TEL: 0977 797777. FAX: 0977 790243. 

.V . /jt 



P CAVER TOOLKIT 



A powerful BAStC Toolkit JAddmonal hripful 
commands! thai conuoVrabty simplify* prog- 
ramminfandderjugginft Thcloofc* commands 
can br used in you* proi|/am* 



DISK TOOL 



lifting POWER CAM RIDCE yosicanloadupto 
fi t<rnes taster from disk 

The DisJl * L.rvn .inn, bj rj n u-u.'h-mi 

pfOflfjmV 



:apc tool 



UwnRtX>Wf R CARTRIDGE you can wori up Ki 
10 limes Uurt with ■ i.m recorder. The 
Tape cqMra can be used in your program* 



POVVCflMONtTOfl 



A powerful ma* htnc language monrtof thai is 

■ ■. i\ .11 .i- - i' - .I'"? '►.!■. il of your Commo- 
dore memof> available for prog' ammmg 
AHo worts tn BASIC-ROM. ^ERNAt and LO 
MUM 




PmINTEhTOOL 



T ne K JvVE R C AR T R IDCE contains a very eflec 
irvt* Pnntei-m*erfaie F ihai sell detects if apnnu*r 
^ K connected to The 5enaJ Bus or Lhei -Port 
l! will print -i: C ommodore charjc ters onEpsorr 
and compatihlt* jwmtert 

TrVpnntefinfr^atrhata var^ yof srtup ue* 
■ fines ll can ^raduceHARlXUPVot screens 
n- 1 " P i.n Serial printer n <MPSftrH flU2. M)) 
elc I bur also on Cenlrorwc priMen tEPSON.. 
STAR CITIZEN. PANASONIC, etti. 
The MARDCC>PY function auiortuiK .ills cKlm 
finishes betwrm HIRES and LURK Mum-cot- 
our graphics are converted into shades of grey 
The PSET functions allow you lo decide on 
LarKr.'SrTull and NormaNnswse pnnting. 



KESEI ALL 
TOTAL 
BACKUP 
TAPE 

HARDCOPY 



- At any moment, print* oul a 
I tar dc opy oi i he screen, 
Usmg CONTINUE afterwards 
you can rtfurnlolhe program 

- Takes you into the Mat nine 
language Monitor 



tUxofn Drsnr* ltd dor* tu* 



■ <n purport lo 

kw an* 



mhrr ptranK d mjinuJ jnd uw Ol rh* C *itr <l*r 

must . -n j i rhr nvOVWm r>*oi t onwni ky »w makin* 
w* h top*rt of *4jniutf» Horn j|l (o^mMjnd ur*f 

.ittrw'Mrvuf-frvvi WU« Copvnfttl On^i*fj»riii 

*rl ISM 



"It 



BDL 



Bltcon Devices Ltd 



Bitcon Devices Ltd. 
88 BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NE81RS 
ENGLAND. 



TEL: 001 490 1975 snO 091 «90 1919 
FAX: 091 490 191B 

To onJ«r Acc»»*/vim **cofm - Ch«qo«» of P/O 
payobt*! lo BDL. 

UK ontori Md C1 ^0 posl/pock lotal - C18. 1 9 
tncJ. VXT. 

Eucop* o'd«r ■ •«(! £2.50. OvWMM idd £3.60 
TRADE AND EXPORT ENQUIRIES WELCOME 



Si 



WIN! WIN! WIN! WIN! WIN! WIN! WIN! 



OVER £1000 WORTH OF PRIZES!!! 



[AMIGA 500 or ATARI 520 
0839-121231 

the winner can choose either 
of the above machines!! 



SEGA MEGADRIVE 
0839-121233 

one of the worlds foremost 



SOFTWARE SPECIAL 
0839-121232 

£200 worth for you to choose 
any system any title 

SUPER FAMICOM 
0839-121234 

the other worlds foremost 
16 bit games console 



5 



16 bit games consoles 

The more entries you make, the better your chances 



PLUS PLUS PLUS PLUS PLUS PLUS PLUS I „ 



COMMODORE C64 OWNERS. WANT A DISK DRIVE? RING 0839 ■ 121235 
AND YOU COULD WIN A C64 DISK DRIVE WORTH £130!!! 

all calls last approx. 4 mins. one prize per competition 
calls are charged at 33p per mln. cheap rate and 44p per min. all other times 
if you are under 18 please get permission to use the telephone 

PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LU1 3QR 
TEL: 0582 413943. WE ALSO SELL EVERYTHING!! 



WIN! WIN! WIN! WIN! WIN! WIN! WIN! 




T ! 






Game {shows news reports, 
train messages etc). Display 
(used to zoom tn and out of the 
map), Reports (lo call up 
balance sheets, train Incomes* 
slocks etc), Build (trains, 
ations, industries etc) and 
nally the Action menu (call 
ker, survey, name railroad 
etc) 

Of course the whole point of 
the exercise is to make money, 
It's best lo scout around and 
e note of what natural and 



investors but be 
use the cash is 
soon gobbled up. Once two 
cities are linked by tracks If s 
time to build a station, there are 
three types on offer — depot, 
station and terminal — with a 
signal box also available to 
make sure that you don't have 
any nasty accidents (if the 
collision option is enabled) 
Trains are the next 
consideration. Depending on 
the lime period locomotives 
range from the likes of 
Stevpnson's Rocket to modem 
elect rt empowered monsters 

Along the top of the screen 
are five pull-down menus: 




enue: 



£22,000 




Ever since I ployed the PC version to death I've been waiting for the 
Miggy version of this ultimate in capitalism, and I'm well chuffed it's 
here! Who cares about the trendiness of the subject matter when 
you've a million dollars in your pocket ond an entire country to rail- 
road over? My Sacremento-Reno line has seen me glued to me game 
into the eaHy hours — I'll never ridicule a four-eyed train spotter 
ogainf 

Even at its most basic level with no collisions or aggressive compa- 
nies to worry about. Railroad is constantly demanding, utterly com- 
pulsive and addictive beyond belief. Building rail routes, seeking out 
new areas for a profit and just trying to keep the whole network in 
the black (or is it the red? No wonder my railroads kept going down 
the tubes!) makes SimCity look positively simple by comparison. Oh, 
and didn't I mention the fact mat you con actually manipulate the 
industries of the cities through the expansion of your rail network? 
After playing this, I (eel up to the task of getting BR back on the right 
tracks! 

Throw in three other landscapes, the challenge of making as effi- 
cient/large a network as possible and the ultimate goal of becoming 
President of the United States and you've a game that's gone straight 
into my all-time fave game list. 




ZZAPITEST! 



sr. 



\QT\S Of HOP* 



nor It v Or4*r* 

on Aniv*x 

i. Central 



Hong on, if I build □ line 
between Ludlow and 
Birmingham perhaps I'll be 
able to get to PR launches a bit 
quicker... oh sorry, you caught 
me in the middle of a game of 
Railroad Tycoon. I managed to 
sneak a few games in on the 
PC version when TGM (RIP) 
reviewed it a year or so ago 
and I'm still hooked now. The 
strange thing is that the graph- 
ics on the Amiga are very simi- 
lar to the PC's, so why the long 
wait? Not that I'm complain* 
ing, this is one of the best strat- 
egy games around; the play 
areas are so large and there is 
so much to take into considera- 
tion that vou can live out your 
childhood dreams and be an 
engine driver. Even on Investor 
level with the difficutty set low 
there is enough to keep you 
absorbed for ages, but add to 
thot train collisions, unfriendly 
competitors etc and the game 
soon becomes very taxing. 
Even at thirty quid it's an 
essential purchase. 



Prlorttv CflMttt: 
ffwi 



PRO TONS TOUR II 



• Ubi Soft, 
Amiga £24.99 

The sequel takes the basic 
perspective of the original 
and surrounds it with a 
wealth of excellent 
presentation. Possibly the most 
Important for beginners is a 
Junior skill level where the 
computer automatically moves 
you toward the ball, leaving you 
simply to aim and time your 
reply. This option Is disabled 
on the average' skill level You 



can also choose your sex, 
playing surface (concrete, 
grass, clay), play doubles and 
participate In a massive 
tournament option. Practically 
every event in the tennis 
calendar is available! Also 
impressive is a character 
option, where a set amount of 
points can be distributed 
between seven attributes such 
as forehand volley. The 
computer then watches how 
you play in matches and 
improves the attributes 
according to your performance. 




It's yet onother tennis sim, and the graphics are 
unspectacular, but it's got the most comprehensive 
options vet and gameploy is spot on. The Junior option is 
an excellent introduction, while the standard game isn't 
too difficult to master either and is much easier than the 
original Apart from Palace's 3D fcnn/s, which seemed to 
offer more precise racquet control but locks character 
and doubles options, this is the best tennis sim out* 




The sequel rectifies 
the original's main 
flaw; hitting the 
ball has oeen 
made a lot easier, 
especially in Junior 
mode with 
International 3D Tennis-style, 
automatic player positioning. 
However, unlike that game, 

CI can't move your player in 
fween shots, so the only 
strategy is in your choice of 
shot. Confrarily, Average skill 
level gives you full control, 
making play trickier but 
infinitely more satisfying. Here, 
as in real tennis, a mixture of 
skill and good tactics is needed 
to outwit your opponent (I 
managed to beat Stu every 
time!}. Ploying doubles is 
particularly good fun (usually 
total mayhem!) while the 
international tournaments 
provide a great long-term 
challenge. 



C64 UPDATE 

A C64 version may follow in several 
month's time. 



PRESENTATION 90% 

Mosses of options including 
four -player (with joystick adopter). a 
programmable ball mochine, dou- 
bles, two-on-ont and save /load. 

GRAPHICS 70% 

Fast ond effective, with reasonable 
animation. Midgel umpire and no 
ballgiris. thought 

SOUND 66% 

Okay hHc tune, in-gome FX include 
umpire coUs and service grunts. 

HOOK ABILITY 88% 

Junior option mokes If very eosy to 
get into, and mochine allows you to 
practise specific strokes. 

INSTABILITY 86% 

Character building and corning 
money on the tournament circuit grve 
plenty of challenge. 




A definite Grand Slam winner | 





Brilliantly addictive and wonderfully 
implemented. Railroad Tycoon is (he 
bee s knees of empire building" 
gomes. 




CITIZEN 



Silica presents some great 
offers on the award winning 
range of high quality dot 
matrix printers from Citizen. 
Each Citizen printer is built in 
the UK to exacting standards, 
ensuring superb reliability 
and a very high quality of 
output. Our confidence in the 
quality of Citizen printers is 
such that we are pleased to 
offer a unique two year 
guarantee with every printer. 
Plus, if you purchase your 
Citizen printer from us, we 
will give you a Silica Printer 
Starter Kit (worth £29.95), 
FREE OF CHARGE! 



FREE DELIVERY 

tart Day Anyiefwre m tha UK mainland 

FREE STARTER KIT 

Worth HUB ■ Wrth every Crtetn pnnter from SAca. 

FREE COLOUR KIT 

W)0h C39.H - Wrth Swift 9 and Swift 24 printer* 

2 YEAR 
WARRANTY 

Silica offer a 2 year warranty (including the pnmer head) 
with Mry Citizen primer purchased from Silica 

WINDOWS 3.0 

Free Windows 30 driver - In the $Aca Start!/ Kit 

FREE HELPLINE 

fccfinicaJ support rtHpfine open during office hours 

MADE IN THE UK 

C*ti»n pnnters anj manufactured to high standards 



144o c r& 9p,N 




CITIZEN 120D + 

TheClttten 1200* ta of« of tMUK'a beet telling 
p^ntere It has a ityflah appearance and eicerleni 
feature* and performance for such en inexpensive 
pnnt8r The 1?0D* la available wrth either a eenaj 
or pe/a0e4 interlace And hi an tMI find prireer 

• 9-pin Prlnthead 

• Pr/nf Speed 144cps Drift 

• -JOcpe rVLQ 

• Epson 4 /SM Graphics Emulation 

• Puff Tractor A Bottom Feed 

• Superior Graphic* - 240x216dpi 

• Pfl££ Sfarfer Wf 



C22U5 

C79-95 



HHP 

STARTER KIT 

JOTU OTP; CRIJO 
SWING: nW.45 
PWCf: (14U5 I 



£129 



-VA1 - e 140^5 J 



144dSa?t 




CITIZEN 124D 

The award winning Crimen 1240 bflnp* hrgti quali- 
ty 24-pin dot main* printing withm every computer 
users reach. It t* the idem choice where high Quai* 
■ ■ printing Is required at a Budget pnce 

• 24*pin Impact Printer 

• Print Speed 144cpa Draft 

• 2 LQ Fonts (48cps) 

• QK Buffer 

• Epson, IBM 4 NEC P$+ Emulation 

• Advanced Paper Parking 

• Superior Graphics - 360x360dpt 

• FREE Starter Kit 

RHP C&U5 

SuWTEH KIT . eM95 



IOTU rW: tKMO 

SAYWG rt44H 



£179 



SIUCA MUQt: [ 20145 I *VAT - C205.BS J 



192 DRAFT 



PIN 




SWIFT 9 * COLOUR! 

The Citizen Swtft 9 la perfect for thcee who require 
hvgh quality dot main* black or colour priming at a 
bucket price. The prim quality of Swift 0 rivets that 
of other menufedurer e 34-pin model* 

• 9-pin Impact Printer 

• Print Spied t9teps Draft 

• 3 NLO Fonts (4Scpaf 
e 8K Buffer 

• Epson 4 IBM Graphics Emulation 
e Advanced Paper Parking 

• FREE Starler Ktt 

• FREE Co/our Kit 




EM N 

E3995 



PRINTER 

ACCESSORIES 



FEEDERS 




SHEET 

pfutwo uoo run 

PHA 1215 1740/5*1(1 104 CKU 

PRAI228 124D/S*lf! WZ4 ... 14400 

SERIAL INTERFACES 

PRAnss mo* uzn 

PRA1J09 Swill 0/1240 C34M 

PfVITOB SwA 24 - £2175 

PRINTER STAND 
PRA1242 1240VSwtfl V7t C26 95 

ORIGINAL RIBBONS 
HIB 3X2 RMN 9 BUck {4D3 

rib 39^4 utorsMirt 24 biki [511 

RIB 3936 S«rin mt Colour P7.25 

COLOUR KITS 
PR* 1236 Swlfl V2* 139.95 

*i1 CIOM i>clud» VAT and Fim OnilrtKy 




HHP 

nwrm mi 

C010UP WT 

fttl »W CHUS 

s*wg tieiao 

SIUCA PHICS. IZ17J* I 



WAT ■ £21735} 



192 DRAFT 24 PIN 



SWIFT 24 - COLOUK 

The Citizen Swift 24 te one of Europe'a beet eeiitng 
pnniera end haa won ewerda indua*ng Printer Or 
The Veer 1090 Jt» rap*d print apeed, quality and 
blaci; or colour option*, malie A a natural choice 

• 24-p4n Impact Printer 

• PrYnf Speed 192cps Draft 

• 4 NLO Fonts (64cpm) 
e 6K Buffer 

• Epson* IBM A NEC Pff* Emulation 

• Advanced Paper Parking 

• fflff Starter Ktt 

• PJfrTf Co/ot/r Mf 




EalUi 

StAflltft KIT . . £2995 
COtOUR *OT C3fl.ps 
1UTAL MP: [4iUa 

www tmm 
siuca met m?M L +VAT»c2g735 J 



£259 



fi?f£/ STARTER KIT 



Every Citizen printer from Silica, comes complete with the Silica 
Printer Starter Kit. including everything you need to get up and run- 
ning with your new printer immediately, FREE OF CHARGE! 

• 3rt" Dual Format Disk with Amiga A ST Printer Driven 

• 3(4" Disk with Drivers for Microsoft Windows 3 

• 4? Metre Parallel Printer Cable 

• 200 Sheets ot High Duality Continuous Paper 

• 200 Continuous Address Labels on Tractor Feed 

• 5 Continuous Envelopes on Tractor Food 

If you already own • printer, and would tifce a Silica Pnnter NORMAL RRP 

5000}(or ftespeoai 95 



SiJ*c* price of t24SS * off RRP' 






SILICA SYSTEMS OFFERS YOU 



• FREE OVERNIGHT COURIER DELIVERY: On ail hardware orders shipped In the UK 

• TECHNICAL SUPPORT HELPLINE: Team of PC tochruoeJ e<peffj at your st-rvtce 

• PRICE MATCH: normally mateh competitor* on a "Same produtf-Sarrwpnca" basis 
e ESTABLISHED 12 YEARS: Proven track rweord in professional compulej sales. 

• Cf Jar TURNOVER (wrth $0 staff): Solid and reliable with maintained growlh 

• BUSINESS/EDUCATtON/GOVERNMENT: Volume discounts avmtatile tor targe order* 

• SHOWROOMS: Demonstration and training facilities at our London A S*o)cup branches 

• THE FULL STOCK RANGE: All of your PC requirement! from one supplier 

• FREE CATALOGUES: WW be mailed to you with afters end toftworo/penpheraJ details, 
e PAYMENT; By cash, cheque and all major credit cards- 

9store you <Jec>df when ta buy youi new prater, wa aurjgeei you Itwr* very ceretuOy ebout WHERE you buy it 
Conm-der whit <t be li*e a tew monnt in** you hew meoe purcnaie, when you may reouir^ Add-on!! 
pervhertleoeohwire of torn* lecnntrel help and edvwe An<j j w ^lh* ccmpert, bvy from cnnlact you wtm 
jmai^ sit r> 0W omouctt? At Sihce Sywtemi «n*ure thii you wilt neve nelhang o wry eboui Or^ca S f tf#mi 
« or* of the JJK* feeding indopvndi* conpolw dtewn end oroide* • frJttr, ierxce to uteri * home, n eOucetion 
and in tumeaa thmuonoui the netton 5***c« rvevt W»n eMobtithed lor rver i? yeam and nave an annual tuinowi 
oi C13 mrtiion Wdh our unnv#!l»d a* per wee ene 
e>perii*e. wa can now da*ro m meet our cummer* 
rwuirameras eun an undenriendtng Vift n a eaccrtrj 
lonone Qui dorH |u«l Uftka r^r word tar (I Comedo 
and rtsuirt tha ceupon now. lor our lateet Free 
liteiaiure on tne C4inn printer range and bey** to 
e»pene#H* tna *Silice Svetemt ServKe IY 



MAIL OflDEH: 

Ordat LeeeOpae 

SHOP. 

ng MttHfm 

SHOP: 



LONDON 
LONDON 
SIOCUP SHOP 

Owning «*iur» 



oai-309 nir 



MTht Miws. HaMrtn Ra. Stdcup, Kern. DA14 4DX %i 

Ma*m lflhw m\im NBM Opining ft, |g 

Tonennam Coun Road. London. WIP'OBA 
Saffrtdoei (W Rnvt. (MoM Strut. London. W1A (AB W: ITl-Ut 
M Ihe Me*s Haihehey Rfl. S-dcup. kmt.~t»i4 4DX fcl: DBi-ffl! 



071 580 a 

C77V W3a7JT 



1234 



ra* Ho oai4oa<ci7 



M11 



_SlrcaSy^teni5, Pep! ZAP64-0591-54, M The M ew. Hainerley Rrj, S*dcup Kent W14 4D? 

1 1 PLEASE SEND CITIZEN PRINTER IHFORMATIOM 



SILICA 
SYSTEMS 




1 
1 
1 
1 



Mr/Mrs/Ms: 



Adores* 



initials 



Surname: 



1MII«(HI 



«t*t ( «llt ( lt»»t 



Tel (Home): u 

Company Name (if appiicWe) 



Postcode: , 
Tel tWork): 



^Vhich computer(5). If any, do you own? (lt , J 



X-COPY 
PROFESSIONAL 

The essential package for all your BACK-UP needs! 
Now includes HARD DISC BACKUP & FILE BACKUP. 




*The most comprehensive back up utility ^includes floppy 
disc backup, hard disc backup and file backup. *Also backs 
up ST, IBM etc discs. ^Checks discs for errors. *Optimises 
data for faster loading. *Fast formatting. ^Copies up to 4 
discs in 48 seconds. *Full update service available. 



X-COPY PROFESSIONAL caters for all your needs, included in the package is a sma 
hardware interface that plugs into the external disc drive port at the rear of the Amiga 
and your external disc drive (if you have one) plugs into the back of the interface. This 
allows the DIGITAL BIT IMAGE COPY MODE to use the ADAPTIVE PULSE WIDTH 
MODULATION routines to backup virtually all known discs. 

AVAILABLE NOW ONLY £39.99 plus ei .oo postage and packing 

1988 COPYRIGHT ACT. Siren Software neither condones nor authorises the use of its software for 
the reproduction of copyrighted software. The facilities offered by X-Copy Pro are intended to back 
up users own software, PD Software & other such programs where permission had been given. It is 
illegal to make copies of copyrighted material without the permission of the copyright holder. 



X-COPY II IS THE BEST, GUARANTEED 

OUR GUARANTEE:- At time of purchase, if your can find a program that 
is more powerful than X-COPY PRO we will refund your money. 



Ordering X-COPY PROFESSIONAL 

Access/Visa orders con be placed by telephon- 
ing 061 228 1831. For mail order, fill in the 
order form and send with a cheque or postal 
order to:- Siren Software, 84-86 Princess St. 
Manchester Ml 6NG. Englond. 



Name .. 
Address 





Is LIS m 




mil 



PREDATOR 2 

(Imogeworks) 



The sequel to the smash hit film 
sees Arc Developments going for 
all-out carnage spread over four 
levels of life in the big city. The 
Predator is in town with a few 



* Taking on the drug dealers in Imogeworks' Predator 2. (C64) 

w i iii u • irv m j, j i j II- ti days to kill and this game has 

^-?pPr^J T(C64) y Konzontalty Kro,linfl Woil " Plenty of that, despite 20th Cerv 




tury Fox wimping out over actual- 
ly killing anyone in the game — 
apparently, the villains just (all 
over! Ail the more surprising with 
hero Mike Harrigan (Danny 
Glover) armed with so much 
potent weaponry in his hunt for 
the Predator Level 1 of the C64 
version, where Harrigan totals 
the Colombian drug lords in an 
attempt lo rescue two bike cops, 
Is shown here- On the early lev- 
els Predator appears as a vague 
outline and it's not wise to tackle 
him Predator 2 is planned for an 
April 24th release at £10.99 on 
cassette and £14.99 for disk. 



ELVIRA, MISTRESS OF THE DARK 

(Flair) 




Fresh from her stint on the Amiga 
the Sizzlingly wanton witch 
makes her debut on the C64 
through Flair, the full-price label 



of Micro Value (the people behind 
the forthcoming Ninja Rabbits). 
The plot, like Elvira's dress sense 
is pretty flimsy Involving castle 



Disk -only, but graphically superb C64 ffWo features such gory scenes as 
the eye-plucking hawk. _ 



reclamation and demons galore 
But what got us excited (not so 
hard given the subject matter) is 
the quality look of this big pro- 
duction, it looks a very close 
recreation of the 16-bit original 
with a spooky soundtrack as 
sonic accompaniment. The great 
news is thai it now comes on 
three disks with very little left out. 
yes all the important bits ot Elvira 
are there although the gory 
scenes may be toned down 
slightly for the more weak-stom- 
ached C64 owners amongst us. 
The question is. Just how did they 
manage to cram it all in? 

Elvira should be busting out of 
your computer store now for 
£24 99 with a cartridge version 
under consideration as well 





Italion software house Idea's Lupo Alberto is based on the comic-strip 
character of the some name. (Amiga) 




Alomino so impressed Psygnosis that fhey plan to release it with no 
changes, not even an inlro, A C64 conversion is finished but who'll 
release it is undecided* (Amiga) 





Shhh! Virgin Games' Floor 13 doesn't officially exist. You plov the role ci 
Director General of the secret police, using various nasty methods to 
keep the Government in power. (Amiga only) 



ft 



Digital Integration's Extreme marks a departure from their usual 
simulations and is due out any day now, (C64) 




you are in a dark i dank chamber . tunnel s 

fin nor thwes t , so northwest, look, open 



Set out on a jolly graphic adventure in Enigma Variations* The Famous 
Five On A Treasure Island. (C64) 




Ninia Rabbits, a tongue-in-cheek beat em up from MrcroValue for 
C2.99/E4.99 on the C64 |£6.99 Amiga). 




Silmarils' Metal Mutant has you controlling a future bottle machine which 
can transform into any of three forms. (Amiga only) 



Guess what Chuck Rode does? Yup, Core's latest is o prehistoric 
platforms-ond-ladders game. (Amigo only) 



SV120 JUNIOR STICK 
Twin Fire Buttons. 



Hand Held 




C5-95 



SV.126JETFIGHTER 
6 Microswitches 
New Pilot Grip 
Autotire 

C 13-95 





Joysticks 

EUROPE'S TOP 

SELLING RANGE 




SV 125-SUPERBOARD 
10 Microswitches 
Digital Stopwatch 
Autotire 

1 17-95 











*£9-95 



llll" 



■ ■ ■ 



JICKJOY JOYSTICKS. Leading in design, technology and chotc 
Check out the range and features. Buy with confidence. 





*Now available from Selected Branches ol 



WH SMITH- *A 



John Menzies 



• BOOTS 



Software 



PLUS 



and all good computer dealet 



Unit 27 Northf ield Industrial Estate, Beresford Avenue, Wembley, Middlesex HA01NU England. 




Telephone:081-900 0024 



Facimile: 081-903 6625 




er • nTflm si 

CIDUH • COMMODORE 
(Compatible with CPC Plus) 



POULIEB UP BY 



OCEAN SOFTWARE LIMITED • 6 CENTRAL STREET • MANCHESTER • M2 5NS • TEL: 061 832 6633 • FAX: 061 834 0650 



